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The manual you have in your hands is broken down as follows: 

Chapter 1. Manus and Controls -This will instruct you on the many 
interfaces you'll be dealing with, along with what keyboard commands 
go with what action. 

Chapter 2, Weapons ol Destruction - Will acquaint you with the tools 
of the trade, just thB ammo you'll need to take out the enemy. This 
details namBB, uses, and power of Bach weapon at your disposal 

Chapter 3, Measurements of Units Here we break down the units 
you'll be able to command, pointing out their relative strengths and 
weaknesses. And just so you know what you're going up againBt, we 
provide the latest intelligence regarding thB enemy's units as well 

Chapter 4, Tactics and Maneuvers While you no doubt will get a fair 
amount of "on the job training," we like to keep our workplace as acci- 
dent-free as possible, so in this chapter, we'll discuss the finer pointB of 
making your way moBt efficiently on thB 
battlefield. 

Chapter 5, Battlazona Missions -You're a man on a mission, and many 
a mission thBre arB. Here wb break down each and every one so that 
you can be assured of victory. 

Chapter 6, Multiplayer Battlazona -For those who prefer to engage in 
friendly wargames with your fellow recruits between real missions, we 
give you some practical advice in that area as well. 

Chapter 7, The Making Ol Batllezone War is hell, but like any good 
Sunday School teacher, we give you plenty of background on wherB this 
"hell" we call Battlezone came from. 

So, what are you waiting for? Though it's better to be dead than Red, 
you're going to be both if you don't get started immediately! 


ABOUT THE MANUAL 
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INTRODUCTION 


Letter To New Recruits 

On behalf of the National Space Oefenae Force, I'd like to welcome 
you to the front lines of what very well may be the moat important 
war ever waged. You are not only fighting for your own survival, but 
for that of your children and your children s children, so this battle 
is not to be taken lightly, recruit. 

Following, you'll find a detailed examination of each and every mis- 
sion that you'll be undertaking, each containing a brief explanation, 
as well as an explanation of how to successfully complete your task. 
In addition, we've added pointers where necessary so that you not 
only come back in one piece, but manage to vanquish the enemy 
and gather valuable resources for the advancement of our cause. 

Many better than you have died learning these secrets and tactics, 
and it is up to me to ensure that their deaths have not been in vain. 
Dan t disappoint me. 

General Collins, 

NSDF 
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JASON 13 a\ TIES. NSCF 



I remember the day I received "the visit",- the Dne that's spoken of 
in hushed tones and denied by everyone of any importance. It was 
a visit that would forever change the way I viewed the world, cause 
me to question everything I held to be true, but also make me to 
see life as more black and white than ever. 


It was also the day that I found my purpose in life. 

"They" came by my quarters, asking the most vague of questions, 
which I answered to the best of my ability. It was after an hour of 
discussions about my background (typical American family), my ties 
(no close surviving relatives), and my commitment to the United 
States government (complete and unequivocal) that they finally 
delivered the proposition. 

If I chose 1 would be engaged in the most secret of offensives, the 
most covert of operations. No one, not even future Presidents would 
know about it. I would be put on the front lines of a war that no 
one knew existed, fighting the Red Enemy to the death, hoping to 
stave off the ultimate end of everything I held dear, including me, 
my country, and democracy as a whole. They were looking for the 
best and the brightest in the Armed Forces, as well as those who 
were willing to give up all civilian existence— die to this life and 
fight in a battle that could determine the fate of the free world. I 
could refuse if I chose, but any proof of this meeting would bB non- 
existent, and as to be expected, all parties involved would deny 
everything. 


I chose to stand in and fight. 

It was then that I realized my calling. I was not put here to fly 
training missions in preparation for some third-world conflict. Nor 
was I born to enforce the boundaries that had been drawn on this 
big, blue marble. I, as well as many of my fellow freedom fighters, 
were put here to save this world from the closed-minded powers 
who sought to rule the population with an iron fist, crushing every- 
thing that this country had worked for in the last two hundred 
years. 


PROLOGUE 
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It is for the millions of families who cherish being able to travel as they choose, 
believe as they want to believe, and vote their conscience that I fight willingly 
and honorably the hottest of cold wars. Because the only thing that stands 
between life, liberty, and the pursuit of happiness and an existence spent under 
a communist dictatorship are me and the rest of the freedom fighters who feel 
as strongly about this duty as I. It is our desire It is our mission. 


It is our destiny. 



H BEDE 


ALEXI DOYESTEVSKI. CCA 


I first heard about the Black Dogs in my classes. 


n 


These "freedom lovers" thought that happiness only comes, not by spreading the 
wealth so that all can live comfortably, but it only comBS at the expense of other 
people's well being. Instead of sharing good fortune, they would hoard their 
resources, living like kings while thBir friends, neighbors, or even relatives 
spent life in miserable poverty. And what exactly have they to show for this 
revolutionary "democracy?" They have rampant crime, an unbelievable papula 
tion of those who don't have the basic necessities of life, and a country whose 
"majesty" is littered to the sky with the waste of those same ruling upper class. 
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And now they want to spread this same misery throughout the world, even to 
my homeland. They will not rest until the whole world iB theirs for thB robbing. 
It seems they won't be happy until all the power, wealth, and resources are 
controlled by the few, no matter how many people it leaves destitute, starving, 
or destroyed. 


Hh 


Luckily, I have been selected to help stop this raging wildfire before it can 
spread further, before they can get the tools necessary to wipe out every vestige 
of morality. I feel blessed and thankful to God that I can stop the Black Dogs 
before they can muster the power to destroy everything in their path, including 
all I hold to be right, true, and precious. My comrades and I have joined as one 
in battling thBir forces, which act under such presumptuous names as "Justice' 
and "Liberty." They will indeed bring justice when they go down in a fiery blaze, 
and the only real liberty will be had when their amoral forces are crushed. Dnly 
this will free their enslaved people from a life of destitution. Then, they can 
serve the betterment of the population as a whole, not merely to those who tell 
them how happy they are. 




It is with a fire in my belly that I go to confront the forces that oppose us. I fight 
not only for the freedom of my own country, but for theirs as well. 


If 













INITIAL SCREEN 



Here you can choose to jump right into the action by 
selecting Play. If you're interested in things like logging 
into the Battlezone website, registering, or uninstalling the 
game, select More. In addition to the options just men- 
tioned, you can also 
find out how to contact 
Technical Support, see 
Previews of more 
Activision games, get 
additional Help with the 
game, or Quit. 



PLAYER SCREEN 



At the Player Screen, you're given further options: 


Single Player 
Multi Player 


View Credits 


Replay Intro 

Options 
Exit Game 


Choosing this path will take you through a campaign 
against the game's pre-deeigned missions, either lor 
the NSDF or the CCA, depending on tha option you 
choose at the next screen. 

Here you can choose to wage war against your friends 
(soon to be enemies], with all the necessary setup 
available after you click on that button. 

Perhaps you're interested in seeing who was behind 
the creation of such a fine gams as this. You need only 
select this option to find out. 

In case you want to bring late-comers up to speed with- 
out having to restart the whole game (or, perhaps you 
just have a thing for full-motion video], select this but- 
ton to sea the intro again. 

If you aren't happy with the default settings, select this 
option to change everything from the volume of the 
music to the graphic detail. 

If your boss unex- 
pectedly walks in 
on you during this 
screen, you can 
make a quick and 
inconspicuous exit 
by tapping on this 
button. 



Game menus and Controls 




SINGLE 


I PLAYER 


Depending on your skill, select the item that's most 
appropriate. If you want to fight for the NSDF (the 
Americans), choose the Stars and Stripes. From 
there, you'll gain access to the 17 missions that 
comprise your campaign to rid the impending 
threat of the Red Menace. If you choose to fight for 
the people by selecting the Red Brigade, you'll be 
taken to a similar screen detailing eight missions. If 
you're a little green around the gills, select from the 
four Training Missions, which will familiarize you 
with everything from basic controls and command 
ing a wingman to salvaging scrap. Naturally, if 
you've been down this road before and merely want 
to pick up where you left off, hit the button for Load Saved Game. Each mission is 
accompanied with a Mission Briefing detailing what you're expected to accomplish 
in order to succeed. 
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MULTI PLAYER 

If you have friends, you can battle against 
them here. After selecting this option, you're 
taken to a screen that lays out everything 
you need in order to set up a multi player 
game. Whether you battle over the Internet, 
a network, or modem-to modem, you can do 
everything necessary from this screen. 



OPTIONS 

Selecting Options will give you the ability to adjust the Play, Graphic, Audio, and 
Input configurations. s' 


The Play options let you change the Game Difficulty, Automatic Leveling, Target 
Lead Position, and Reverse Mouse, which inverts the "up" and "down" directions 
your mouse, depending on your preferences. 


\ 
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GAME MENUS AND CONTROLS 




The Graphic option will let you adjust the settings of the 
graphics, usually as the speed of your machine dictates. If you 
have a 3D accelerator, you can make sure the game takes 
advantage of it here. Or, if you find that the game seems to be 
running at a poor frame rate, you can go here and turn off 
some of the graphic detail. 

The Audio option will let you adjust the volume of Music and 
Sound Effects, as well as change the richness of the sound. 

Finally, if you aren't happy with the default keyboard setup, you can select Input 
Configuration to remap to your preferred setting. 

CONTROLS 

While it is possible to change the default setting of the 
controls, keep in mind that the defaults were chosen 
for a reason After all, the people who designed the 
game also decided that this was tliB beBt way to play it. 

In any case, those who truly want to master this game 
should memorize their controls. Here are the defaults: 

Control 

Keys 

Q and 5 on numeric pad 
W and 8 on numeric pad 
A and 7 on numeric pad 
S and 2 on numeric pad 
D and 9 on numeric pad 
F and 3 on numeric pad 
C and . an numeric pad 
Mouse Left and 4 on numeric pad 
Mouse Right and 6 on numeric pad 
E and 1 on numeric pad 


Keys 

Left mouse button and Enter 

Right mouse button, + and and Enter on 

numeric pad 

F8 through FI 2 

Ctrl + F8 through Ctrl + FI 2 


Command 

Slow Forward 
Forward 
Strafe Left 
Stop and Back 
Strafe Right 
Pitch Up 
Pitch Down 
T\irn Left 
1\im Right 
Jump 

Weapons 

Command 

Fire Weapon 
Select Weapon 

Select Hard Point 
Link Similar Hard Points 




Came menus and Controls 



Views 

Kays 

Shift + FI 
Shift + F2 
Shift + F3 
Shift + F4 


Command 

Cockpit view 
HUD only view 
Over Vehicle view 
External Camera view 


Command Interface 

Command 

Game Options Menu 
Activate Command 
Interface Menus 
Multiple Select Units 
Issue Smart Heticule 

Command to Selected Unit 
Select Target 

Cancel Selected Command Menu 
Mouse Control of Menu 


Unit Grouping 

Command 

Map Selected Units to Quick Key 
Select Player-Mapped Quick Key Group 


Keys 

Esc 

1 through 9, and O 

Ctrl + Select Unit 

Space Bar 
Alt 
Tab 
Shift 




Keys 

Ctrl + FI through Ctrl + F7 
FI through F7 


Other 


Command 

Keys 

Target Enemy On/Off 

T 

Turn Off Nav Beacon 

T 

Select Next Nav Beacon 

N 

Get Information on object under reticule 

I 

Hop Out of vehicle 

H 

Bail Out of vehicle 

Ctrl + B 

Deploy/Undeploy deployable vehicles 

K 

Chat to another player in Multiplayer 

Ctrl + C 


Pause game 
Exit mission 


Pause 



GAME MENUS AND CONTROLS 
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CANNONS 

187 SMG 

(Standard Mini Gun) 

Class: Cannon 

Barrel Correction: O degrees/ sec 
Projectile Correction: 0 degrees/sec 
Targeting Condition: N/A 
Projectile: Shredder 
Projectile Firing Rate: 5 per second 
Activation: Fire of weapon 
Maximum Range: 300 meters 
Minimum Range: X meter 
Speed: 1200 meters/sec 
Damage: 50 paints 
Maximum Life: 1.5 seconds 
Blast Radius: N/A 
Targeting Conditions: N/A 
Nano ammo Used: 20 points 
Recycling Effect: 100% 

Description: The Mini Gun is a rapid fire, small projectile machine gun. The 
shredder round is an armor-piercing projectile that creates a bright orangB line 
and a high-pitched "hissing" sound as it travels through the air. It's particularly 
devastating against infantry and nonmoving targets. 

AT- Cannon Stabber 

Class: Cannon 

Barrel Correction: 10 degrees/sec 
Projectile Correction: 10 dogross/sec 
Targeting Condition: N/A 
Projectile: T-Stabber 
Projectile Firing Rate: 1 par second 
Activation: Fire of weapon 
Maximum Range: 350 meters 
Minimum Range: 20 meter 
Speed: 500 meters/sec 
Damage: 80 paints 
Maximum Life: 2.5 seconds 
Blast Radius: N/A 





WEAPONS OF DESTRUCTION 
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Targeting Conditions: N/A 
Nano-ammo Used: 40 points 
Recycling Effect: 80% 


Description: The T-Stabber, short for Tank Stabber, is a four-sided shell that looks like a 
rectangle with one end pinched together. This projectile is a relatively slow moving and 
heavy shell that leaves a faint, white smoke trail as it travels through the air. 


MAG 

(Magnetic Acceleration Gun] 

Class: Cannon 

Barrel Correction: 10 dogrees/soc 
Projectile Correction: N/A 
Targeting Condition: N/A 

Projectile: Highly concentrated magnetic energy 
Projectile Firing Rate: Variable 
Activation: Fire of weapon 
Maximum Range: 250 meters 
Minimum Range: 0 meters 
Speed: 400 metera/eec 
Damage: Variable (depends on strength of shot when fired) 
Maximum Life: 2.5 seconds 
Blast Radius: N/A 
Targeting Conditions: N/A 

Nano -ammo Used: Variable (depends on strength of shot whan fired) 
Recycling Effect: N/A 



Description: The MAG Cannon is a MAGnetic acceleration gun that fires highly con- 
densed balls of magnetic energy. This weapon has a maximum range of 250 meters 
(slightly shorter than the PS Mini- Gun). However, the gun delivers more damage per 
projectile than the mini gun. To fire the weapon, the player must first charge it. The 
amount of charge the weapon has when fired will determine the kind of projectile asset 
used and the amount of damage each projectile delivers. If the player presses and 
releases the left mouse button quickly, six small balls of electrical energy will be fired 
(the balls will fire in three pairs). Each ball will inflict 75 points of damage. If the mouse 
button is held down, the player will hear the weapon charging— there will also be a 
change in the reticule to indicate that weapon is charging. When the button is released 
with the weapon at half charge (this takes two seconds), the MAG Cannon will fire two 
larger balls of electrical energy that do 1 50 points of damage each. If the player holds 
down the mouse button for four full seconds, the MAG Cannon will fully charge. When 
the mouse is released, a large, single ball of electrical energy will fire at the target. This 
ball will deliver 400 points of damage. The more the player charges the weapon, the 
more Nano ammo will be used when the weapon is finally fired. 
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Flash Cannon 

Class: Cannon 
Barrel Correction: N/ 

Projectile Correction: N/A 
Targeting Condition: N/JI 
Projectile: Hot Foot microwave 
particle beam 

Projectile Firing Rate: Instantaneous 
Activation: Fire of weapon 
Maximum Range: 200 meters 
Minimum Range: 0 meters 
Speed: Instantaneous 
Damage: From overheating 

Maximum Life: Continuous (until nano-ammo is depleted] 

Blast Radius: N/A 

Targeting Conditions: Target must remain within reticule 
Nano-ammo Used: Variable (depends on duration of fire) 

Recycling Effect: N/A 

Description: The Flash Cannon, often referred to as the "Hot Foot," fires a concen 
trated beam of microwave energy at its target. The microwave energy is invisible 
and causes the target vehicle's Mag Lev engine to heat up. Unwary pilots will 
quickly find their ships overheating and taking damage if they don't keep their 
eyes on their heat gauges. When thB player selects the Flash Cannon, the reticule 
will indicate if the target is within range of the weapon. When the player fires, 
there is no visible asset— only the sound of the weapon (the target will not hear the 
sound]. ThB target will immediately begin heating up. As long as the player holds 
down the mouse button and the reticule is kept on the target, the target will 
continue to heat up until it begins to take damage (the player will see the damage 
inflicted on the vehicle through the damage bar). The weapon will continue to use 
nano-ammo as long as the weapon is being fired. 


as 


Blast Cannon $$ 

Description: The Blast Cannon delivers a short but powerful laser beam 
buret that does tremendous damage to enemy armor. The energy needed to create the 
laser requires a great deal of nano-ammo. For this reason, the Blast Cannon is best 
utilized by Gun Towers. 

Automated Targeting Gun 

[TAG Cannon] vy 

Class: Cannon 

Barrel Correction: 10 dogmas/ sec 
Projectile Correction: Leader Round: 5 
degrees/sacond, Swammer Rounds: 

Homing 

Targeting Condition: N/A 
Projectile: Loader Round 

Projectile Firing Rate: Swam mors: automatic 
Activation: Impact 

Maximum Range: Leader Round: 50 motors, 

Swammer Rounds: 200 meters 
Minimum Range: 0 meter 
Speed: Leader Round: 50 maters/second, 

Swammer Rounds: 400 maters/second 
Damage: Leader Round: N/A, Swammer Rounds: 200 points. 

Maximum Life: 2.5 seconds 
Blast Radius: N/A 
Targeting Conditions: N/A 
Nano ammo Used: 100 points 
Recycling Effect: N/A 
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Description: The Automated Targeting Gun, or TAG cannon, fires in two phases. 
When the weapon is selected, the first projectile it fires is called the Leader Round. 
This projectile, upon impact with a vehicle or terrain, gives off a brief homing 
signal. Two seconds after the homing signal is activated, the second round of 
projectiles, called a Swammer Round, is fired. Swammers are small projectiles that 
fire in a random, rapid pattern like salvo-rockets. Swammers lock onto the homing 
signal of the Leader Round and automatically correct their trajectory to strike 
wherever the Leader Round is located. Once a Leader Round has established its 
homing signal, the Swammer Rounds will automatically fire two seconds later and 
automatically fly for the Leader Round, no matter which direction the firing vehicle 
is facing. Swammers will head for the Leader Round, but will not change trajectory 
to avoid obstacles in their path. 


AT-Super Slabber 


Class: Cannon 

Barrel Correction: 10 dogroes/sBc 

Projectile Correction: 10 dogroes/sec 

Targeting Condition: tk 

Projectile: Super Stafaber 

Projectile Firing Rate: 1 per 2 seconds 

Activation: Fire oi weapon 

Maximum Range: 400 meters 

Minimum Range: 20 meters 

Speed: 500 meters/sec 

Damage: 120 points 

Maximum Life: 3 seconds 

Blast Radius: 1.5 meters 

Targeting Conditions: N/A 

Nano ammo Used: 60 points 

Recycling Effect: 75% 




Description: The Super Stabber is an advanced Stabber round. This projectile is so 
volatile that it bursts into flame the instant it's launched, making it appear like a 
fireball with a long tail as it travels through the air. Upon impact, the Super 
Stabber not only damages the vehicle it strikes, but it also damages anything else 
within a blast radius of 1.5 meters (3 meters diameter). 
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MORTARS 


Standard Mortar <5=0=0 

Class: Mortar 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: tk 
Projectile: Mortar 
Projectile Firing Rate: 1 per sec 
Activation: Impact 
Maximum Range: 500 meters 
Minimum Range: 10 meters 
Speed: tk 
Damage: tk 
Maximum Life: N/A 
Blast Radius: tk 
Nano-ammo Used: tk 
Recycling Effect: tk 

Description: The mortar fires in an arced trajectory. Once it strikes something, be it 
vehicle or terrain, it explodes, causing damage and terrain deformation. 

Manual Detonation Mortar [MDM] <hh> 

Class: Mortar 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: MDM 

Projectile Firing Rate: Ones per detonation 

Activation: Manual 

Maximum Range: tk 

Minimum Range: tk 

Speed: tk 

Damage: Larger than standard mortar 

Maximum Life: 30 seconds 

I Blast Radius: 15 meters 

Nano-ammo Used: tk 
Recycling Effect: tk 
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Description: The MDM fires by pressing the left mouse button once— like a stan- 
dard mortar, however, the MDM doesn't detonate on impact. The MDM requires 
that the player detonate it, much like a pipe bomb. If the MDM comes in contact 
with an enemy vehicle, it'll automatically detonate. However, if the MDM strikes the 
terrain, it'll bounce or ricochet off the terrain in the appropriate direction. It can 
continue bouncing for several meters before coming to a stop. At any time during 
the MDM’s trajectory, the player can detonate the device by pressing the left mouse 
button a second time. The player must detonate an MDM before he can fire another 
one. The MDM has a maximum life of 3D seconds. If the MDM is not detonated 
before the 30 seconds expires, it'll detonate itself. If the player switches hard points 
before detonating a previously launched MDM, it will instantly detonate on its own. 
OncB detonated, the MDM damages like a standard mortar and does terrain defor- 
mation. 


The Splinter 
[Death Wheel] 

Class: Mortar 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: tk 
Projectile: Splinter Mortar 
Projectile Firing Rate: 1 por 2 sec 
Activation: 1 second altar mortar stops 
on terrain 
Maximum Range: tk 
Minimum Range: tk 
Speed: tk 

Damage: Variable (damage caused by projectiles] 

Maximum Life: 5 seconds 

Blast Radius: 600 meters in diameter 

Nano-ammo Used: tk 
Recycling Effect: tk 







Description: The Splinter is a mortar that, like the MDM, detonates the instant it 
comes in contact with an enemy vehicle. It does normal mortar damage, but does 
not detonate when it strikes terrain,- it bounces over the terrain until it comes to a 


stop. One second after the Splinter comes to a complete stop, it'll launch itself two 
meters straight up into thB air, spinning violently as it does. As it spins, it fires 
.72mm AP projectiles (the same as the Mini-Gun projectile] In a clockwise rotation. 
The projectile will have the same range and damage as if it were fired from the 
Mini- Gun. The Splinter will continue in a circular pattern, spraying an area with 
projectiles for five seconds. All damage is done by the projectile, not the mortar, \ 
and there is no terrain deformation. \ 


* 
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Day Wrecker 

Class: Mortar 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: Lacked in 
60 degree angle 
Projectile: Day Wrecker 
Projectile Firing Rate: Ik 
Activation: Impact 
Maximum Range: 1500 meters 
Minimum Range: 1500 meters 
Speed: 300 meters/sec 

Damage: 750 points at the epicenter of the blast 
[less as distance from blast increases] 

Maximum Life: 8 second total travel time 

Blast Radius: 20 meters 
Nano-ammo Used:1000 points 
Recycling Effect: tk 

Description: The Day Wrecker is the most powerful artillery available. It is a longer 
range, high altitude mortar that can only be fired at a 60 degree angle (the reticule 
should reflect this). Once fired, the Day Wrecker travels exactly 1500 metBrs through 
the Bky in an arced trajectory. It makes a high pitched, swirling sound while traveling. 
When it reaches a distance of 1500 meters and an altitude of 500 meters, it'll deploy 
a small parachute. It will then gently float down to the ground at 100 meters per sec- 
ond. When it reaches the ground, it'll explode in a powerful concussion fireball with a 
blast radius of 20 meters. It creates terrain deformation. 


Pop Gun 

Class: Mortar 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: Locked in 
60 degree angle 
Projectile: Popper 
Projectile Firing Rate: 1 per sac 
Activation: Impact 
Maximum Range: 200 meters 
Minimum Range: 20 meters 
Speed: tk 

Damage: 75 points 
Maximum Life: N/A 


■m 
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Blast Radius: 10 meters 
Nano-ammo Used: tk 
Recycling Effect: tk 


Description: Poppers are small mortars that lock onto targets and home in on 
them. Poppers fire at a GO degree angle but have a very short rangB of 100 meters 
(maximum). Once fired, a popper travels to an altitude of 200 meters in one second. 
At the peek of its climb, if it does not contact anything, it'll lock onto the position of 
the nearest enemy target. Once locked, it will correct its trajectory and fall directly 
toward the position of the nearest enemy. Poppers only correct their trajectory 
once, this means that if the target is moving, the popper mortar has less of a 
chance of striking it. Poppers detonate the instant they strike something. They do 
not cause terrain deformation. 



Thermal Hornet 


gar J&r; 
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Class: Missile 

Barrel Correction: N/A 

Projectile Correction: Automatic 

Targeting Condition: Missile must lack 

Projectile: Thermal Hornet 

Projectile Firing Rate: 1 per lock 

Activation: Impact 

Maximum Range: 2000 meters 

Minimum Range: 50 meters 

Speed: 100 meters/sec 

Damage: 500 points 

Maximum Life: 10 seconds 

Blast Radius: 1.5 meters 

Nano-ammo Used: 100 points 

Recycling Effect: tk 


Description: The Thermal Hornet missile has highly sensitive sensors that lock 
onto the thermal signature of an enemy ship. It has a ten second burn life which 
allows it to follow a ship with the resolve and tenacity of an angry hornet. Locking 
time for the missile depends on the strength of the target s thermal signature. The 
gunner must keep the reticule over the target until the target is locked. The 
Thermal Hornet has a combustion, shard-scattering warhead designed to explode 
on impact and spray the target with shrapnel. Any vehicle within 1.5 meters of the 
blast will also take damage. \ 

i i % 
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To target a vehicle, the player must first select the missiles hard point. Then, you will 
position the reticule over the intended target and press the left mouse button once. A 
special box will appear over the target. The box indicates that the vehicle is the 
intended target of the missile. It will do two things: 

It will display the target's heat signature. This way, you have an instant visual cue as 
to how much heat the target is radiating and, therefore, how much time you will have 
to wait before a missile lock can be established. 

It will also display thB time passage as the missile is lacking. You will get visual feed 
back that the missile you're targeting is doing something and how much longer you 
need to wait before the missile is ready. 

You must then keep the firing rBticule inside the box surrounding the target for the 
amount of time needed far the missile to lock. If the reticule moves out of the box, the 
time passage will start to climb. If you want to target another vehicle, you need only 
position the reticule over the new intended target and press the left mouse again. The 
box will now shift to the new target. Once the correct amount of time has passed, the 
box will change color, indicating a missile lock. You can now fire the Thermal Hornet 
by pressing the left mouse key again. Once the missile is locked, you need not contin 
ue to keep the reticule inside the box to fire thB missile. 

Certain variables such as lava fields and Solar Flare Mines will have an adverse effect 
on the missile, causing it to loose its target once fired. 

Image Locking Shadower Missile 

Class: Missile f- 

Barrel Correction: N/A 

Projectile Correction: Automatic 

Targeting Condition: Missile must lock 

Projectile: IL5 

Projectile Firing Rate. 1 par lock 
Activation: Impact 
Maximum Range: 1000 meters 
Minimum Range: 0 meters 
Speed: 100 meters/sec 
Damage: 200 points 
Maximum Life: ID seconds 
Blast Radius: 0.5 meters 
Nano ammo Used: 60 points 
Recycling Effect: tk 

Description: The ILS Missile locks onto the visual image of its targets You must hold 
the reticule over the target until the missile can lock. When you hold the reticule over 
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the target, the rBticule will change color to indicate that the target is detected. 
Several variables like fog and smoke could interfere with target detection, even if 
the target is within visual range. 

□nee the target is detected and the reticule is held over it, a box will appear over 
the target. The box will blink on and off rapidly. When the missile locks onto the 
target, thB box will stop blinking and remain solid aver the target. You will no 
longer need to hold the reticule over the target. A solid line will link the target with 
the reticule should the reticule move (indicating that the lock is still in effect). 

If the target moves out of your LOS, the lock will be lost. If the player positions the 
targeting reticule over another vehicle, the same process will occur. Once the new 
vehicle is locked, the box and connecting line will jump from the old target to the 
new target. 

Once the target is locked, you'll fire the missile by pressing the left mouse button. 


Comet Cruise Missile 

Class: Missile 
Barrel Correction: N/A 
Projectile Correction: Automatic 
Targeting Condition: Missile must lock 
Projectile: Comet Missile 
Projectile Firing Rate: 1 per lock 
Activation: Impact 
Maximum Range: 1000 meters 
Minimum Range: 0 meters 
Speed: 100 meters/sec 
Damage: 100 points 
Maximum Life: 20 seconds 
Blast Radius: N/A 
Nano-ammo Used: 50 points 
Recycling Effect: tk 

Description: The Comet Cruise Missile is a radar guided missile that can lock onto 
any target as long as it's within radar range. To target the missile, the player must 
first select the missile's hard point and then cycle through the targeting key (T) 
until he finds the vehicle he wants to target. When a vehicle is selected, a solid line 
will connect the vehicle's position with the targeting reticule, even if the vehicle is 
out of the player's LOS. The player must then turn his ship to bring the vehicle's 
position inside the Comet Cruise Missile's targeting reticule. The reticule will then 
change in either shape or color to indicate that the target is locked [this should 
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take a couple seconds). Once the target is locked, the player can fire the missile. If a 
target is locked and the player presses the right mouse or "T" key again, the lock will 
bB broken. 


Sand Bag Missile 

Class: MissilB 
Barrel Correction: N/A 
Projectile Correction: 10 degrees 
Targeting Condition: N/A 
Projectile: ComBt Missile 
Projectile Firing Rate: 1 per second 
Activation: Impact 
Maximum Range: 1000 meters 
Minimum Range: 0 meters 
Speed: 300 meters/sec 
Damage: 100 points 
Maximum Life: N/A 
Blast Radius: N/A 
Nano-ammo Used: 50 points 
Recycling Effect: tk 

Description: The Sand Bag Missile is a non locking missile and fires more like a 
rocket. The reticule for this missile is fixed in thB player's LOS-it does not move. The 
player must maneuver hiB entire ship to bring a target into the reticule. When a vehi- 
cle enters the reticule, it will change shape and/or color to indicate that a good shot is 
available (i.e., a shot that is on target and within range). You can then fire the Sand 
Bag. The SB Missile does not alter trajectory after being fired. When the Sand Bag 
Missile strikes its target, it deploys a magnetic anchoring device designed to drag 
across the terrain. This dragging anchor slows down the targeted ship [increases the 
friction on the vehicle by ten percent). The more Sand Bag Missile strikes a vehicle 
sustains, the slower the vehicle will move. More Powerful vehicles can sustain more 
SB missile hits before being stopped completely. Each Sand Bag Missile drops off after 
ten seconds. 

I 



UJEAPOnS OF □ESTRUCTlDn 


SPECIAL WEAPONS € 
COUNTERMEASURES 

Phantom-VIR 
(Visual Image Refractor] 

Class: Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: N/A 
Projectile Firing Rate: N/A 
Activation Fira of weapon 
Maximum Range: 10 meters 
Minimum Range: 10 meters 
Speed: N/A 
Damage: N/A 

Maximum LiiB: 15 seconds 
Blast Radius: N/A 
Nano-ammo Used: 200 points 
Recycling Effect: N/A 



Description: The Phantom VI R produces a false image of your ship, or 'phantom,” 
ten meters directly north of the ship's actual location. Once activated, the device 
will remain on for 15 seconds. Your ship is rendered invisible during the time that 
the device is activated, however, your weapons will still fire from where your ship 
is actually located. The phantom will not appear to be firing any weapons. There 
will not be any exhaust flames emanating from the engines of the phantom. The 
phantom will move with your ship, mimicking its movements and course correc- 
tions exactly. However, it will always remain due north of your actual position. For 
this reason, an enemy firing directly south at a phantom can hit your ship behind 
it. Missiles that require a visual lock on their targets will lock on the phantom, not 
your ship. 
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RED-Field Generator 
(Radar Echo Dampening Field 
Generator] 

Class: Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: N/A 
Projectile Firing Rate: N/A 
Activation: Fire of weapon 
Maximum Range: Over ship 
Minimum Range: Over ship 
Speed: N/A 
Damage: N/A 

Maximum Life: 30 seconds 
Blast Radius: N/A 
Nano-ammo Used: 100 points 
Recycling Effect: N/A 

Description: The RED-Field Generator completely removes your ship’s echo signature 
from all radar for 30 seconds. All weapons that require a radar signal to lock will not 
be able to target or track the player's ship once the RED-Field Generator is activated. 
A ship under RED-Field protection will have a visual disturbance over its hull, like a 
colonized glow, to indicate that it is radar invisible. 

M- Curtain Mine A 

i] U 

(Magnetic Curtain Mine] 

Class: Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: M- Curtain Mine 
Projectile Firing Rate: N/A 
Activation: 2 seconds alter firing 
Maximum Range: 2 meters 
Minimum Range: 2 meters 
Speed: Standard mine speed 
Damage: N/A 
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Maximum Life: 30 seconds 
Blast Radius: N/A 
Nano -ammo Used: 75 points 
Recycling Effect: N/A 

Description: The M-Curtain is a specialized mine designed to produce a local 
ized field of extreme magnetism. Once the mine is launched from your ship, it 
imbeds itself into the terrain. One second after it imbeds into the ground, it starts 
to generate a bubble of magnetism that is 20 meters in diameter and three 
meters tall. The bubble cannot move. The bubble will appear like a swirling blue 
dome on the terrain, and no projectile can penetrate it. However, vehicles under 
the bubble can fire out from it. The reason for this is that the M-Curtain Mine 
generates magnetism from the center of the bubble and pushes it outward. 
Vehicles can move in and out of the bubble but cannot remain inside the bubble 
for the same reason. At the center of the bubble, the magnetic forces pushing a 
ship out are far less than at the bubble's edge. Once you're under the bubble, 
you'll constantly have to adjust your position to fight thB M-Curtain Mine's mag- 
netism pushing you out-like balancing on top of a ball. The more off-center your 
ship shifts direction, the harder it is to stay under the bubble. Once activated, the 
bubble lasts for 30 seconds and then dies. 


Solar Flare 

Class. Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: Solar Flare 
Projectile Firing Rate: N/A 
Activation: 1 second after firing 
Maximum Range: 2 meters 
Minimum Range: 2 meters 
Speed: N/A 

Damage: 100 points/per sec 

Maximum Life: 60 seconds 
Blast Radius: 5 meters 
Nano-ammo Used: 60 points 
Recycling Effect: N/A 



Description: The Solar Flare is a specially modified mine designed to produce a 
plume of fire that burns at an extremely high temperatime for one minute. The 
fire plume is five meters in diameter and 20 meters high (not able to be jumped 
over). Once the mine embeds in the ground, it starts to burn. Once activated, the 
mine cannot be deactivated and will continue to burn for the full minute. The 
flare will give off a thermal signature that will attract any heat seeking projectile 
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within 200 meters of it. The flare will also scramble all infra-red displays looking at 
it ; so vehicles nested to a Solar Flare cannot bB targeted by heat -seeking weapons. 

Any vehicle that passes through thB Flare's plume will sustain 100 points of damage 
for every 0.45 seconds it is exposed to the plume. Flares placed in a row at a choke 
point can provide a temporary but effective barrier to slower moving vehicles. 

MITS 

(Magnetic Inverting ’Tethering Snare) 

Class: Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: MITS Mine 
Projectile Firing Rate: N/A 
Activation: 2 seconds after firing 
Maximum Range: 2 meters 
Minimum Range: 2 meters 
Speed: N/A 

Damage: From lightning 

Maximum Life: N/A 
Blast Radius: N/A 
Nano-ammo Used: 75 points 
Recycling Effect: N/A 

Description: The MITS, or "catcher's mitt," is a modified M Curtain Mine. Instead of 
pushing outward with magnetic force, the MITS does exactly the opposite pulling 
anything metallic toward it with incredible force. Like the M-Curtain MinB, a MITS has 
a diameter of 20 meters and is three meters tall, however, the bubble generated by 
the MITS is completely invisible and the force of the pull is greater at the center of 
the bubble than at the edges. When a vehicle comes within range of a MITS, it will 
become "stuck" for the duration of the MITS's life. The vehicle will stdl be able to 
rotate and fire,- it will not be able to move forward, left, right or backward. MITS can 
be very effective when your ship is damaged and you'rB being pursued by an enemy 
ship. The player can deploy a catcher's mitt, and the pursuing ship will be temporally 
stopped. MITS will also attract any radar-guided projectile within 200 meters. 

Because of their powerful magnetic properties, MITS actually have a 30% chance of 
attracting a lightning arc every five seconds they are active. This makes them easier 
to visually spot on the terrain, but makes them more dangerous to the unfortunate 
vehicles that get entrapped in their field. 
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Class: Special ' * 

Barrel Correction: N/A 

Projectile Correction: N/A 

Targeting Condition: N/A 

Projectile: Proximity Mino 

Projectile Firing Rate: N/A 

Activation: 2 seconds after firing 

Maximum Range: 2 meters 

Minimum Range: 2 meters 

Speed: N/A 

Damage: Variable— 100 points at center 

Maximum Life: N/A 
Blast Radius: 10 meters 
Nano ammo Used: 75 points 
Recycling Effect: N/A 


Description: A standard mine that detonates when a vehicle Bnters its detection 
range. The mine does not become armed until two seconds after it is placed in the 
ground. Once it is armed, any vehicle that gets within seven meters of the mine 
will activate the mine When the mine activates, it makes a loud, short, electronic 
sound (indicating that it is activated). One second after the mine is activated, it'll 
explode. The closer a vehicle is to the mine whBn it explodes, the more damage it 
will receive. 


SITE Camera (Sensory Image 
Terrain Exposing Camera) 

Class: Special 

Barrel Correction: N/A 

Projectile Correction: N/A 

Targeting Condition: N/A 

Projectile: N/A 

Projectile Firing Rate: N/A 

Activation. N/A 

Maximum Range: 100 meters 

Minimum Range: 100 meters 

Speed: N/A 

Damage: N/A 

Maximum Life: Variable— depends on amount of nano-ammo 

Blast Radius: N/A 

Nano-ammo Used: 10 points per sec 
Recycling Effect: N/A 
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Description: The SITE Camera is an X-ray camera that allows a player to see through 
terrain. When the hard point is selected, the camera is activated by pressing and 
holding down the left mouse button. As long as the mouse button is held down, terrain 
features, like peaks and cliff walls, will become transparent. The terrain features will 
be outlined in green wire frame, appearing very similar to the vBctor-graphic type ter- 
rain features in the original BattlBzone game. Everything that is not a terrain feature 
(vehicles, buildings, mines) will be visible through or on the terrain. The camera only 
has a range of 100 meters, if the camera is pointed at a terrain feature that is wider 
than 100 meters, a mountain for instance, the feature will not go transparent. Any 
terrain feature outside the camera's range will not became transparent. The camera 
will remain on until the player releases the mouse button or runs out of nano-ammo. 


Masgrenade 

Class Special 
Barrel Correction: N/A 
Projectile Correction: N/A 
Targeting Condition: N/A 
Projectile: Holographic Imprint 
Projectile Firing Rate: N/A 
Activation: Upon Impact 
Maximum Range: 100 molars 
Minimum Range: 100 maters 
Speed: 500 metars/aec 
Damage: N/A 

Maximum Life: 15 seconds 
Blast Radius: N/A 
Nano-ammo Used: 200 points 
Recycling Effect: N/A 

Description: The Masgrenade is a projectile that, once it comes in contact with an 
Bnemy ship, creates a holographic imprint on the ship. This imprint makes the ship 
visually resemble an enemy ship to its own units, causing them to unknowingly attack 
one of their own units. The imprinting effect lasts for 1 5 seconds. If a player's ship is 
struck by the Masgrenade, there will be a green overlay in his visual field, indicating 
that his ship has changed appearances. 
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STARS AND STRIPES UNITS 


NSDF M580A2 Scout 

Code Name: Razor 

Vehicle Type: Armored Reconnaissance 
Built by: Re cycler 

Physics 

Forward: 25 nips 
Reverse: 25 mps 
Strafe: 20 mps 
Thrust: 20 mps 
□spin: 4.2 
□turn: 3.0 
Asteer: 6.5 
Jump: 20 

Turn Speed: 150 per second 
Scrap Cost/Value: B/3 
Armor: 25mtn 
Ammo: 600 cells 
Health: 1800 



Radar 

Range: 300 
Period: 5.0 
Jam: 5.0 

Standard Weapons 
Minigun (2) 


Because of the Razor's speed and agility, this vehicle serves as the front end of the 
US attack forcB, despite its modest armament to aid in combat. Its main function is for 
reconnaissance, and it's not recommended to rBly on this vehicle in combat heavy 
situations. 


While the canopy design is almost identical, dubbing the Razor a variant of the P 47 
"Thunderbolt" fighter plane would be a massive understatement. It has been retrofitted 
with twin V-thruster engines and a unique tri-mountBd stabilizer system, granting it 
speed bursts of up to GO meters per second. Recent modifications on the exhaust ports 
allow the engine’s thrust to be aimed in any direction, giving the Razor a lightning fast 
turn speed, as well as limited vertical take-off and landing (VTOL) capability. 


HSDF M60A7 MBT Tank 

Code Name: Grizzly 

Vehicle Type. Armored Assault Tank 

Built by: Unit Factory 

Physics 

Forward: 20 mps 
Reverse: 15 mps 
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Strafe: 20 mps 
Thrust: 20 mps 
Ospin: 4.0 
□turn: 1.5 
Asteer: 5.0 
Jump: 20 

Turn Speed: 90° per second 
Scrap Cost/Value: 8/5 
Armor: 30mm EDO 
Ammo: 1200 cells 
Health: 3000 


Radar 

Range: 400.0 
Period: 5.0 
Jam: 5.0 

Standard Weapons 
AT- Slobber 
Mini gun 

Manual Detonation Mortar 
Thumper 


This backbone of the extra-terrestrial forces is based on the M60 series of ground 
tanks. It s extremely versatile in its wide selection of devastating armaments. It s 
invaluable in nearly every combat situation, and its six-point Articulated Exhaust V 
ThrustBr array provides 2000 horsepower and the ability to reach speeds of 50 
meters per second. 


Don't make the mistake thinking that because it's an agilB attacker, it's defensively 
weak. The Grizzly is weighted down enormously by its special grade of bio metallic 
armor, capable of distributing damage equally (EDD) over the entire craft. This for- 
tifies the vehicle by making concentrated attacks on a single part of the exterior 
ineffective. 



NSDF M60A8 
Missile Tank 

Code Name: Wolverine 
Vehicle Type: Mid-Range Armored 
Assault Tank 
Built by: Unit Factory 


Physics 

Forward: 20 mps 
Reverse: 15 mps 
Strafe: 20 mps 
Thrust: 20 mps 
OBpin: B.O 
Oturn: 2.5 
Asteer: 5.0 
Jump: 20 

Turn Speed: 90" per second 
Scrap Cost/'Value: 8/5 
Armor: 25mm EDD 

Ammo: 1000 calls 
Health: 2500 


Radar 

Range: 300.0 
Period: 5.0 
Jam: 5.0 

Standard Weapons 
Hornet Missile 
Shadow Missile 
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You'll find that the main difference between the Wolverine and the M60A7 Grizzly is 
mainly in the Wolverine’s armament. It's equipped with Hornet concussion missiles for 
larger targets, and advanced Shadow heat seekers for fast moving opponents. These 
armaments make it a strong mid-range attacker, but not so great for close-combat 
fighting. You should also keep in mind that, while there's an added load thanks to the 
Wolverine's dual missile systems, it's balanced by a slight reduction in EDD shielding. 


NSDF M173 Turret 

Code Name: Badger 

Vehicle Type: Self-propelled Defensive 
Turret 

Built by: Recyder 

Physics 

Forward: 15 mps 
Reverse: 15 mps 
Strafe: 15 mps 
Thrust: 50 mps 
□spin: 4.0 
Oturn: 1.5 
Asteer: 10.0 
Jump: 0 

Turn Speed: 60° per second 
Scrap Cost/Value: B/3 
Armor: 20mm 
Ammo: 2000 cells 
Health: 2000 



Radar 

Range: 200 
Period: 0.0 
Jam: 1.0 

Standard Weapons 

Minigun 


This vital defensive unit is ideal for use along the perimeter of a friendly base. Once 
there, it immobilizes and deploys its STAB hooks (Stabilized Terrain Adapting Base). 
Just remember that the low weight turret must be locked into the terrain before bring 
to avoid kickback and to maintain accuracy. The Badger can be repositioned when 
needed, but it cannot fire when its STAB unit is not deployed. 


The Badger's turret has a slow turn rate, so it s most effective when used within a 
ridge or canyon pass where an oncoming vehicle cannot maneuver around it. If used 
in this capacity, it can handle multiple attackers. 
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N5DF M47A9 
Light Tank 


Code Name: Bobcat 

Vehicle Type: Armored Assault Tank 

Built by: Recycler 


Forward: 20 mps 
Reverse: 15 mps 
Strafe: 20 mps 
Thrust: 20 mps 
Ospin: 4.0 
□turn: 1.5 
Asteer: 5.0 
Jump: 20 

Turn Speed 120' per second 

Scrap Cost/ Value: 8/5 



Armor 

Ammo 

Health 


25mm 
1200 cells 
3000 


Radar 

Range: 400.0 
Period: 5.0 
Jam: 5.0 

Standard Weapons 

AT Slabber 
Splinter Mortar 


This low cost, reliable offensive unit is a less powerful forerunner to the Grizzly. 
Originally, it was designed by the NSDF to SBrve as the main battle tank, and it 
served in large numbers during the initial Lunar establishment years. After the 
demand for a more effective replacement in the Grizzly, the Bobcat's use has been 
diminished slightly However, it iB still an effective weapon in the right hands. 


NSDF B74CT Bomber 

Code Name: Thunderbolt 
Vehicle Type: Heavy Strike Cruiser 
Built by: Unit Factory 


Forward: 15.5 mps 
Reverse: 15 mps 
Strafe: 10 mps 
Thrust: 10 mps 
OBpin: 1.0 
Otum: 0.4 
Asteer: B2.0 
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Jump: 10 Radar 

Turn Speed: 60° par second Range: 400.0 

Scrap Cost/Value: 11/5 Period: 5.0 

Armor: 20mm Jam: 20.0 

Ammo: 1900 cells 

Health: 3000 Standard Weapons 

Rocket Bomb [2) 

This bomber was originally developed to perform as a fast-strike cruiser, easily able to 
eliminate primary targets before enemy defenses can provide adequate support. In 
standard configuration, it carries two of the potent BFE9 Fire-and Forget Rocket 
Bombs for single salvo attacks against heavily armored targets, such as barracks, 
RecyclBrs, and supply facilities. 

While being one of the most powerful vehicles in NSDF service, because of its arma- 
ment, the Thunderbolt is not well suited to extended melees. It should be given ample 
support if it is likely to come in contact with enemy fighters on an attack run. 

NSDF AAV6A4 
APC Transport 

Code Name Tracker 
Vehicle Type: Armored Perec 
Built by: Unit Factory 

Physics 

Forward: 8 mps 
Reverse: 8 mps 
Strafe: 8 mps 
Thrust: 50 mps 
□spin: 2.0 
Oturn: 0.8 
Asteer: 7.0 
Jump: 0 

Turn Speed: 90' per second 

Scrap Cost/Value: 6/5 
Armor: 50mm 
Health: 5000 

The Tracker APC is well -armored but vulnerable due to its lack of weaponry. The 
Tracker's functions are infantry transport and pilot recovery only, so it should not 
travel without a formidable escort, especially when carrying personnel. 


innel Carrier 




Radar 

Range: 200.0 
Period: 0.0 
Jam: 0.0 


Standard Weapons 

Unarmed 
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NSDF M183A1 
Howitzer 


Code Name: Longbow 

Vehicle Type: Sell-Propelled Long-Range 
Artillery Turret 
Built by: Unit Factory 


Forward. 15 nips 
Reverse: 10 mps 
Strafe: 15 mps 
Thrust: 25 mpi 
□spin: 4.0 
□turn: 1.5 
Asteer: 5.0 
Jump: 15 

Turn Speed: 90 1 per second 
Scrap Cost/Value: 7/5 
Armor: 30mm 
Ammo: 2000 cells 
Health: 3000 



Radar 

Range: 400 
Period: 5.0 
Jam: 0.0 

Standard Weapons 

Howitzer 


Except for its armament range and damage capabilities, the Ml 83 Longbow is 
much the same as the Ml 73 Badger. With its STAB unit deployed, the Longbow 
can accurately deliver heavy impact shells up to 1 000 meters away, carefully 
extrapolating the enemy's position based on its velocity and orientation when the 
shot is fired. This unit compliments the field commander's vehicle perfectly, and 
commanders on the front line can order artillery strikes by linking with the 
Longbow's communications channel and relaying the desired coordinates. 

But as good as it is in calculating precision at long ranges, it's virtually useless in 
close quarters, where enemy positions change rapidly relative to its position. To 
overcome its relative shortcomings, the Longbow is often paired with the Badger. 


NSDF AT9 Walker 

Code Name Sasquatch 

Vehicle Type: Mobile Assault Turret 

Built by: Unit Factory 


Forward: 5.5 mps 
Reverse: 5.5 mps 
Strafe: 2 mps 



fry! 





Thrust: 50 mps Armor: 40mm EDO 

□spin: 2.0 Ammo: 2000 cells 

Oturn: 0.8 Health: 4000 

Asteer: 4.0 

Jump: 0.0 Standard Weapons 

Turn Speed: 90° per second AT-Stafaber (2] 

Scrap Cast/Value: 15/5 

The mysterious product of a long dead alien race, the Sasguatch is one of the NSDPs 
greatest assets. It has far and away the greatest firepower of any vehicle, with config- 
urations that allow it to carry multiple missiles, cannons, mortars, and special 
weapons systems. 

The Sasquatch's primary means of propulsion is a titanium reinforced hydraulic 
engine, powering the legs at no more than eight meters per second. Part of this lum- 
bering pace can be attributed to the weight of its thick EDD armor plating, making it a 
slow, but almost unstoppable attacker. 


NSDF LMAE Minelayer 

Code Name: Unabomber 
Vehicle Type: Mins Deployment and 
Recovery 

Built by: Unit Factory 


Radar 

Range: 200.0 
Period: 0.0 
Jam: 0.0 

Standard Weapons 

Proximity Mine 


Physics 

Forward: 15 mps 
Reverse: 10 mps 
Strafe: 15 mps 
Thrust: 50 mps 
Ospin: 5.0 
□turn: 2.0 
Asteer: 10.0 
Jump: 0.0 

Turn Speed: 90° per second 
Scrap Cost/Value: 4/2 
Armor: 30mm 
Ammo. 2000 cells 
Health: 3000 



The Unabomber is a defensive unit with one valuable function: It's capable of dropping 
smart mines that will not detonate in the proximity of friendly vehicles, making them a 
safe and effective fortification along a base's perimeter. 
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Standard Weapons 

Unarmed 


Armor: 50mm 
Health: 5000 




NSDF VS3E 
Reclamation Unit 

Code Name: Scavenger 
Vehicle Type: Remote Extraction 
Built by: Recycler 


Forward: 15 mpa 
Reverse: 10 mps 
Strafe: 15 mps 
Thrust 50 mps 
Ospin: 5.0 
□turn: 2.0 
Asteer: 10.0 
Jump: 0.0 

Turn Speed: 90' per second 

Scrap Cost/Value: 4/2 
Armor: 30mm 
Health: 3000 


Radar 

Range: 200.0 
Period: 0.0 
Jam: 0.0 

Standard Weapons 

Unarmed 


The Scavenger roams the battlefield on its own, gathering scrap from downed vBhi 
cles, like a large planetary vacuum cleaner. The Scavenger then works with the 
Recycler and the Scrap Silo in order to offload its bio-metal harvest. 


NSDF Cargo Utility 

Code Name: Tug 

Vehicle Type: Cargo Propulsion Cab 
Built by: Unit Factory 


ysic 

Forward: 8 mps 
Reverse: 8 mps 
Strafe: 15 mps 
Thrust: 50 mps 
Ospin: 2.0 
Otum: 0.8 
Asteer: 6.0 
Jump: 0.0 

Turn Speed: 90° per second 
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Radar 

Range: 200.0 
Period: 0.0 
Jam: 0.0 






The Tug is a hauling unit, used to pull large, heavy objects that are otherwise immo 
bile, and has often proven successful at collecting and transporting alien artifacts. 


NSDF TU11 Mobile 
Bio-Metal Fabricator 

Code Name: Racyclar 

Vehicle Type: Mobile Unit Factory 

Physics 
Forward: 15.0 
Reverse: 10.0 
Strafe: 10.0 
Thrust: 50 mpa 
Ospin: 2.0 
Oturn: 1.0 
Asteer: 5.0 
Jump: 5.0 

Turn Speed: 90" par second 
Scrap Cost/Value: 0/10 
Armor: 100mm 
Health: 10000 



Radar 

Range: 1000.0 
Period: 5.0 
Jam: 0.0 

Standard Weapons 

Unarmed 


The Recycler is the primary building unit for the NSDF, and a necessity for establish- 
ing a presence in unclaimed territory. While it is indeed weaponless, it's heavily 
armored and able to withstand extended attacks. 


In its mobile farm, the Recycler can move freBly across the battlefield. Once positioned 
over an energy-producing geyser, it deploys, exposing the massive construction facility 
stored within itB hull. 

The RecyclBr builds vital base resources and unit supplies, as well as basic offensive 
and defensive units. It does this by projecting ultra-lightweight endo skeletal beams 
inside of its construction bay while generating extreme temperatures that melt its sup- 
ply of bio-metal. It then coats the beams with the liquid bio -metal, and holds the new 
unit's engines and internal machinery in place while the bio-metal cools. All this takes 
place in a matter of seconds. 
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NSDF TU8 
Supply Launch 

Code Name: SLF (Supply Launch Facility) 
Vehicle Type: Supply Factory 

Physics 
Forward: 15.0 
Reverse: 10.0 
StrafB: 10.0 
Thrust: 50 mps 
Ospin: 2.0 
Otum: 1.0 
Asteer: 5.0 
Jump: 5.0 

Turn Speed: 90 : per second 
Scrap Cost Value: 8/6 
Armor. 100mm 
Health: 10000 



Radar 

Range: 1000.0 
Period: 5.0 
Jam: 0.0 

Standard Weapons 

Unarmed 


The Supply Launch Facility serves a number of purposes on the battlefield: manu- 
facturing special weapons and utilities, supplying ammunition and repairs to 
drained vehicles, and establishing communication links with orbital surveillance 
satellites. 


The SLF is equipped with a special, catapult-likB structure that allows it to shoot 
the items it produces to the desired location. This helps in maintaining supply lines 
during attack runs far from base. LikB the Recycler, the SLF requires a geyser 
power source. 


NSDF TUI 2 Advanced 
Bio-Metal Fabricator 

Code Name: MUF (Mobile Unit Factory) 
Vehicle Type: Advanced Mobile Unit 
Factory 

Physics 

Forward: 15.0 
Reverse: 10.0 
Strafe: 10.0 
Thrust: 50 mps 
Ospin: 2.0 
□turn: 1.0 



measurement;; of unit;; 




Asteer: 5.0 Radar 

Jump: 5.0 Range: 1000.0 

Turn Speed: 90° per second Period: 5.0 

Scrap Cost Value: 12/9 Jam: 0.0 

Armor: 100mm 

Health: 10000 Standard Weapons 

Unarmed 

The MUF is built by the Recycler in order to manufacture advanced units Like the 
Recycler, it deploys over geysers and uses the same bio-metal molding technique. Its 
multiple dynamic molding armatures allow it to build units with morB intricate 
designs and moving parts. Most of the NSDF's offensive and defensive vehicles require 
this feature for construction. 


NSDF TUI 5 
Construction Rig 

Code Name: Haaval 

Vehicle Type: Pre-Fahricated Building 
Assamblar 
Built by: ltacycler 

Physics 

Forward: 8 mps 
Reverse: 8 mps 
Strafe: 8 mps 
Thrust: 20 mps 
Ospin: 3.0 
Oturn: 1.5 
Asteer: 5.0 
Jump: 15.0 

Turn Speed 90‘ per second 

Scrap Cost Value: 10/B 
Armor: 20mm 
Health: 2000 



Radar 

Range: 400.0 
Period: 5.0 
Jam: 5.0 

Standard Weapons 

Unarmed 


The Heaval is an incredibly valuable, high-end unit, capable of mind-numbing engi 
neering feats. With adequate resources, it can assemble a functioning military base in 
minutes, providing everything from power facilities, to communication towers, to 
infantry barracks 
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SOVIET UNITS 

Considering the super-secretive nature of the Soviets, and especially the CCA, little 
is known about their units. However, same information has been attained through 
covert means, battlefield war-waging, and salvaging. All CCA vehicles are known 
only by thBir Western nicknames. 


Flanker 

Physics 

Forward: 30 mps 
Reverse: 25 mps 
Strafe: 20 mps 
Thrust: 20 mps 
Ospin: 4.2 
Otum: 3.0 
Asteer: 6.5 
Jump: 20.0 
Scrap Cost/Value: 6/3 
Health: 1800 
Ammo: 600 

You'll recognize the Flanker by its wing-like appendages. It's roughly equivalent to 
an NSDF Razor, though probably better armored. 



Czar 

Physics Radar 

Forward: 24 mps Range: 400.0 

Reverse: 20 mps Period: 5.0 

Strafe: 20 mps Jam 2.5 

Thrust: 20 mps 

□spin: 4.0 

□turn: 1.5 

Asteer: 5.0 

Jump: 20.0 

Scrap Cost/Value: 8/5 
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Tusker 

Physics 

Forward: 45 mps 
Reverse: 25 mps 
Strafe: 30 mps 
Thrust: 20 mps 
□spin: B.O 
Oturn: 2.5 
Asteer; 5.0 
Jump: 20.0 
Scrap Cost/Value: 8/5 


Health: 2500 
Ammo: 1000 

Radar 

Range: 300.0 
Period: 5.0 
Jam: 5.0 



The Tusker missile tank carries more nano ammo than the NSDF Wolverine, but is 
also more vulnerable on the battlefield. 


Stoli 

Physics 

Forward: 20 mps 
Reverse: 15 mps 
Strafe: 20 mps 
Thrust: 20 mps 
Ospin: 4.0 
Oturn: 1.5 
Asteer: 5.0 
Jump: 20.0 
Scrap Cost/Value: 8/5 


Health: 3000 
Ammo: 1200 

Radar 

Range: 400.0 
Period: 5.0 
Jam: 5.0 



The Stoli light tank is similar to the NSDF Bobcat, but it is smaller and thought to 
carry more experimental weapons than its NSDF counterpart. 


Grendel 

Physics 

Forward: 15.5 mps 
Reverse: 18 mps 
Strafe: 10 mps 
Thrust: 10 mps 
□spin: 1.0 
□turn: 0.4 
Asteer: 2.0 
Jump: 10.0 

Scrap Cost/Value: 11/5 


Health: 3000 
Ammo: 1900 

Radar 

Range: 400.0 
Period: 5.0 
Jam: 20.0 



: 


The Grendel is a fast-strike vehicle. WhilB it's slower than the NSDF Thunderbolt, it's 
also slightly more agile. 





Golem 

Physics 

Forward: 5.5 mps 
Reverse: 0.0 mps 
Strafe: 0.0 mps 
Thrust: 20 mps 
□spin: 2.0 
Otum: 0.8 
Asteer: 4.0 
Jump: 0.0 

Scrap Cost/Value: 15/5 
Health: 4000 
Ammo: 2000 

Radar 

Range: 200.0 
Period: 0.0 
Jam: 0.0 



The Golem is the CCA unit most influenced by alien technology. Unlike the 
Sasquatch, the Golem carries its weapons on the head and shoulders of the vehicle, 
which allows it to wield the most powerful weapons of any unit on the battlefield. 


CCA Support Units 

Intelligence reports that, in addition to the listed combat units, the CCA has devel 
oped transport, defense, and mobile construction units roughly equivalent to the 
NSDF. 
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CONTROLLING YOUR UNIT 

Obviously, the first step to successfully mastering your unit, is to get a firm grasp 
of controlling her. Thankfully, your units have been designed to be customizable to 
match the multitude of tastes out there. 

CONTROL OPTIONS 

While some prefer the feel of that ol' reliable joy- 
stick, those who truly want to succeed in battle 
will opt for the Keyboard/Mouse combo, that is, 
using the keyboard to do your forward back-side- 
to side movements and have the mouse steer and 
control your smart reticule. Naturally, the keys 
have been set at certain defaults, such as the 
arrow keys handling the familiar directions, but 
that can make it a bit difficult for all but the most 
dexterous. You'll probably opt for the W-S-A-D 
keys to handle thB simple maneuvers. Of course, 
all these keys can be re mapped to suit your fancy. 



THIE RADAR SCREEN 

Aside from your HUD the most important component in a successful campaign is 
your Radar Screen. Fail to use it wisely and you will fail, period. It will givB you 
practically all the information you could possibly need to succeed. 


First of all, you'll find yourself facing plenty of hostile environments, from the dark 
ness of the moon, to the brown, enveloping fog that clouds VenuB. Sometimes you'll 
barely be able to see more than a few meters ahead, which can be quite a disad 
vantage when the enemy is heading straight toward you. To counter this, you'll 
need to keep a sharp eye on your radar at all times. It'll not only tell you when 
not-so-friendly forces are coming your way, but it'll let you know, thanks to its 
topographic renderings, whether they're on the other 
side of that ridge and heading right past you. 

It'll also help you find your way around, especially when 
it comes to locating Nav Beacons. While the HUD may 
tell you that the direction of the Beacon is straight 
ahead, it doBS you little good if there's a sheer cliff right 
in your way Here you use the radar to tell where the 
mountains and pathways are. While things may look V 
like a dead end, a quick glance at your radar can tell \ 
you there's an obscured pathway just ahead. 
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It's also great for sneaking up on the enemy. Again, while the HUD lets you know that 
the CCA base is just ahead, the radar will tell you that you can surprise them thanks 
to a group of foothills just to the west of the base. 


KEEP YOUR EARS OPEN 

While your radar is good at picking up almost all the enemy units, it doesn't mean 
that you can go rushing headlong everywhere. You also need to keep your ears open. 
While you might not be able to see an enemy unit, that unmistakable sound of Turret 
on hull will let you know that they are indeed there. You can even sometimes tell what 
kind of unit you're about to come up against, merely by the sound they make. 

PLAYING IT STRAFE 

Most people are stuck in their two-dimensional 
world of forward and backward, forgetting one of 
the most important maneuvers— the strafe. If you 
rush headlong into enemy fire, you'll probably be 
ejected even before you reach the source. You need 
to master the 'circle strafe' which is to keep a fin 
gar on the strafe button as you circle around an 
enemy with the mouse, all the while unloading 
your arsenal on him. This technique keeps the 
enemy from ever getting a solid lock on you, but 
keeps you on the offensive. 

IT AIN’T OVER 
TIL YOU’RE DEAD 

Just because your Grizzly's been blown to smithereens, 
doesn't mean that it's game over. A real soldier would stay 
and fight, or at least find a good hiding place and then call 
for someone to pick him up. Once you’ve had a Tank or sim- 
ilar unit come get you, resume the battle. You know you're 
good if you still manage to successfully complete the mis- 
sion, so all that work hasn't been for naught. 
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The first thing that you should do when setting up a 
RecryclBr is to build a Scavenger While you may think a 
Scout would be a wise choice, especially if some Soviet 
enemy shows up, it'll do you no good if you run out of 
scrap and can't build any more units. Also, if you're set- 
ting up temporary residence, you shouldn't leave until 
the Scavenger has picked up everything in the area. If 
you don't, he'll just waste time coming back there later 
to get the stuff he missed. 

In many cases it can't hurt to have two Scavengers going at once, but only after 
you've set up a nice defensive perimeter. Then if you want to quickly build up an 
offense, send the second Scavenger out. 


FACTORY WORKERS 


While some may feBl that scrap is better spent 
building Scouts than Factories, you should know 
that they couldn't be more wrong. While it's 
important to have at least one or two offensive 
units tD help protect your beginning base, you 
aren't going to win many intense firefights with 
just a platoon of Scouts. You should make build- 
ing a Factory a priority, and then get it to start 
churning out Thnks and Bombers. You'll also 
want to be sure to have some defense around a 
Factory as well, because the enemy will attack 
that first (along with the RBcycler) to take you out 
of the picture. 
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DON’T GET DEFENSIVE 

Unless you're setting up permanent camp, don't start building Turrets right away. 

If you're just going to move in a little bit, it's best to hold off on them, as they're 
nothing more than targets while moving. They can't shoot back unless deployed, 
which in most cases, takes longer to do than the actual battle. Wait until you find\ 
where you're going to set up a base, and then build a Turret perimeter around 
your \ m 
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valuables. 


>CORTS 

While you may have a ways to go before you reach 
your destination, you should never be in such a 
hurry that you can't stop to build an offensive unit 
or two to serve as escorts. Recyclers and other 
unarmed units are just waiting to be picked off by 
the enemy, and once you lose those, there's no get 
ting them back. Also, when you're in a firefight, 
you might want to park those unarmed units 

instead of having them fallow you, especially if you're planning to get a piece of the 
action. 

SAFETY IN NUMBERS 

It's the rarB soldier that can be outnumbered and come out alive, much less 
unscathed. Whenever you're going to wherever there could be action, take a friend. 
Taking on more than one enemy yourself may prove you have a backbone, but it's 
suicidB. Play it safe and always have someone else going along, even if it's only for 
company. 

USE WHAT THEY 
GIVE YOU 

On each mission, you'll be given everything you need to be 
successful— that is, if you use the things they give you. If 
you find that you have an Armory in your troop, odds are, 
it'll come in handy. While it's probably possible to win 
many a mission without employing everything, why take 
chances? If you find that you re failing one particular 
mission repeatedly, it may be because you aren't using everything you have. 
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THE MISSIONS 





TRAINING MISSION ONE 

Mission Briefing 

This mission will teach you how to drive and fight in your tank. You will need to drive 
your tank through an obstacle course, jump into a crater, follow a series of jumps in 
order to get out of the crater, and then destroy some test range turrets. 

Winning the Mission 

The objective here is to become familiar with the 
controls of your experimental tank as you navigate 
a series of pylons, which, luckily for you, arB in the 
shape of arrows, thereby pointing the way in which 
you're supposed to go. If for some strange reason 
you can't tell which way they're directing you, take 
a gander at the radar map in the lower left corner. 

It should have the pylons lit up in a nice, little path 
for you to follow. 
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You'll be asked to run off the edge of a crater, using your jump thrusters to cushion 
your fall. You should watch the radar display in the lower left hand corner once you're 
airborne. It'll tell you how close you are to landing. Just before you touch down, hit 
your jump thrusters. 

Now that you've figured out which button you press to get the 
thrusters to work, you're ready to leap-frog your way out of 
this crater. Again, we have the convenient arrow pylons to 
keep you from getting lost. You have a series of jumps that 
you must make in order to get out, and we don't havB all day 
to do them. 
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Having proven that you can indeed jump, now you're 
ready to see whether you can hit the broadside of a bad 
guy. We figure that if you can make it this far, you don't 
need the pylons anymore, you can instead rely on your 
HUD to guide you to your target. Simply follow it until 
the enemy comes into view (for those concerned about 
being able to see your target, it'll be thB thing shooting 
at you). 

Now would be a good time to practice the circle strafe. 

This technique involves hitting the strafe keys, while at 

the same time turning and firing at your target. 

It doesn't take a rocket scientist to figure out 
that moving targets are harder to hit, so unless 
you enjoy spending your days in traction, it's 
best that you keep moving. 



Once he's out of the way, you're ready to tackle 
target number two in similar fashion. After 
you've turned him into scrap metal, please don't 
hurt yourself patting your own back you ain't 
seen nothing yet. 




TRAINING MISSION TWO 

Mission Briefing 

This mission will show you how to use your command interface to control a T7 
Badger turret. The turret can Bwitch between mobile and deployed states. When 
deployed, the turret is an excellent defensive emplacement that can defend an area. 
When moving, the turret is unable to fire any of its guns. 


You will use your command interface to control the turret. Notice the menus in the 
upper left section of your HUD. The keys next to the unit name will allow you to 
select those units. 
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When units are selected, you will see lines drawn into your topographical radar 
These lines will help you locate all of your units on the battlefield. 


Follow the mission instructions in order to command the turret. 


Winning The Mission 


Now you've definitely graduated from pylons to your HUD, 
and it's up to you to use that information to get from point 
A to point B with the Badger in tow. Simply follow the 
audio instructions, and you shouldn't have any problems. 

The thing to keep in mind is that you aren't trying to get 
the Turret to attack the drone, if you read the Mission 
Briefing, you'd know that it can't 
fire any of its guns while it's mov- 
ing. That's why you select a spot 
near the Check Point for it to set 
up shop, so to speak, whilB it waits for the enemy to come into 
range. Don't worry, if you pick thB spot that the audio instruc- 
tion gives, the drone will come plenty close. All you have to do 
is sit back and watch the fireworks. 
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TRAINING MISSION THREE 


Mission Briefing 

This mission will teach you haw to gather resources and build units. In order to build 
new units, weapons, and supplies, you will need to gather bio -metal scrap. You will 
find scrap fields on the moon's surface. These scrap fields come from meteor showers 
and destroyed units. 

Engineering has built Scavenger units to help gather this scrap. Scavengers will roam 
the battlefield like big, mobile vacuum cleaners, picking up scrap and bringing it back 
to your Recycler. The Recycler is a factory that can use this scrap to build new units. 

It will be important to gather resources and use them strategically in order to be 
effective. 
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Once set up, you need to instruct the Recycler to build a 
Scavenger. Once built, the Scavenger will go to the area 
just over the next ridge to collect the scrap there. 
Waiting for it is an attack droid ready to turn it into 
scrap. You must destroy the attack droid before it 
destroys the Scavenger, otherwise it's another failed 
mission for you. 


Alter you ve taken earn of business the Scavenger will 

head back over the ridge to collect the remaining scrap. 
If you're anxious to get the mission over with, you can 
order it to skip that scrap and head on back to pick up what's left of the attack 
droid. Once done, it's on to the final training mission. 
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TRAINING MISSIONS 



TRAINING 


MISSION FOUR 


! Mission Briefing 

This mission will tsach you how to build and command a wingman. You will use your 
Recyclsr factory to build a Scout tank. The Scout is a fast vehicle with good weapons, 
but it iB only lightly armored. It is best used against slow moving targets. 

Follow the mission instructions to build and command your Scout. 

You may use the "T" to target enemy units. 


Winning The Mission 

Now that you've mastered the subtle intricacies of a Recycler, you're ready to build 
and command a wingman. While you may think you'rB pretty hot stuff, the more help 
you have at your side, the longer you're going to live. 



Setting up the Recycler should be old hat by now. Pick 
either of the two geysers and point the Recycler in the 
right direction. Once it's set up, go ahead and get it to 
build a Scout tank. The idea is to have the Scout tank 
servB as a fellow offensive weapon. If you listened careful 
ly, you should have an active spy camera in the right hand 
corner of your display. If you're really paying attention, 
you'll see that there's a turret there waiting for you. Head 
on over to take it out. 


□Dca§ Bp *>i_irp* to «an pup on fnp rad< ar dur- 

ing this tfiainina mission. It’s ijour i<as>t chance to 
rs>dllLj get e> grasp or what call those circles and 
tDlInklncg llQhits. are for. 


Once that turret is taken care of, you're ready to 
send the Scout out to do more than its share of 
the dirty work against the second turret. Naturally, 
if you want to help out your wingman (which you 
do want to do, right?), go ahead and unload a few 
rounds into the turret. After it's turned to scrap, 
the mission is complete, playtime is over, and 
you're ready take on the real McCoy. 
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SECURING OUR FUTURE IN SPACE 









MISSION BRIEFING 


NSDF UPDATE 

NSDF Command has detected significant rocket activity in this theater. 
As of yet, there are no reports of direct contact with hostile forces All 
moon personnel have been placed on high alert. 


MISSION OBJECTIVES 

a Get in a vehicle at Moon Outpost 3. 
o Have the Recycler build a Scavenger. 
o Escort thB Scavenger as it gathers bio-mBtal. 


ENGINEERING REPORT 

We've provided you with a variety of different vehicles. You can get 
additional vehicle info by pointing your smart reticule at them and 
pressing the "I" key. 


WINNING THE MISSION 



Your first real mission sees you escorting a 
Scavenger as it looks to gather more bio 
metal. The key word here is escort. The 
enemy has not made a grand entrance yet, 
but that's all about to change. 

The first thing you need to do is pick your 
unit of choice. The Thunderbolt, while an 
excellent vehicle, may be more firepower 
than you need. So, unless you're playing at 
the hardest level (already?), then it's bBst to 
go with the first vehicle you encounter, the 
Grizzly. 
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S lUJLiJU-lULkJlJJo F-<aii ro protect dll or the 
Ctavengers durlnig thils. ml&alon, dnd ljou'II 
B»t the following Indictment -YOU f^Alt-EzOI 
four irtcaOllltxj to protect our Scavengers 
agcjinst ^nerruj taczttvttij Oe*monz, rrdtf=> 5 . tticat 
gour comtscat a, kilt a. <arv not suff/dent/u 
re-riofc) to csssump d OroocJe^r comm cartel. * 


□0008 TT-ie» crommdnd keg functloni pro- 
vided In ttie> text are ttie- de*fdi_ilta- If gou 
heave remapped gout commdnd ice-ijs.. u&e 
the appropriate keg to ^xe»cn_ite* ttne» stated 
commdnd. 


Next, you need to open a communica 
tion link with the Recycler by hitting "5" 
on your keyboard, and then select "1" to 
have it build a Scavenger. Within sec- 
onds, it'll be completed. Now open a 
channel with the Scavenger by pressing 
the "3" key. TbII it to start scavenging 
by pressing "3" again. 


□QD0H n-ie* idea hrrp Is. tt-idt gou're s»»rgr- 
Ing as dm escort wthll*- the Sicavenger does 
dll this* work. You mpr«*lij follow it as It 
searches for t>to-m«*tdl. 


You'll start to head south, and 
when some bio-metal shows up on 
your radar, you 11 turn west. Within 
a few moments, an enemy ship 
should make itself known on your 
HUD. You should try to intercept it 
before it can do any damage to the 
Scavenger. 

While you're engaged with the 
enemy, the Scavenger will continue 

on its merry way to find more scrap. This is both good and bad. While 
it's good that it doesn't stay close to the enemy you're currently 
engaging, it’s also bad in that it could head out to parts unknown and 
unprotected. 
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Quickly take out this enemy, and 
then get back to the Scavenger 
ASAP before it meets up with 
another enemy (or more, depend- 
ing on your difficulty setting). You 
need to take out any fighters you 
encounter and escort the 
Scavenger to safety, as thB out- 
numbering forces have cut your 
mission short. 
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□DHH You mag dpciop to s»rop thp 
Sc<svenoPr from going off sampwtipre 
undpfpndpd until gou’vp teslc^n cesre or 
business. Just keep In mind tticst ttiis. 

strategy can cats'** gour cur- 
rent enemg tt-»«3t much more 
or «a chance to cJe»s»troij It. 

As soon as you get the first Scavenger 
back to safety, you're instructed to go 
help a second unit that's being harassed 
by another enemy fighter You need to 
hurry over to the distressed ship and 
eliminate the Bnemy there. Once you've 
done that, escort this Scavenger back to 
safety, and the mission is complete. 


MISSION WRAP-UP 

We have confirmed that the invading units are in fact Soviet. As the 
CIA believed, the Soviets have established a counterpart to our NSDF. 
They call themselves the Cosmic Colonist Army (CCA), and they have 
orders similar to ours. They are also charged with finding and con- 
trolling bio -metal throughout the galaxy. 

The CCA forces skirted around Outpost 3 and launched a direct 
assault on our main base at Eagle's Nest 1 . The surprise attack 
caught our base defenses off guard, but thanks to your bravery, we 
did not lose our Scavengers 


NSDF Command is recalling all combat units to Eagle's Nest 1 to 
help defend against the continuing Soviet offensive. The CCA has 
destroyed our main Recycler in thBir first attack. All building func 
tions are currently shutdown, but command has called back a 
ing Recycler, the NSDF Montanta, in order to help reestablish 
base defenses. 
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MISSION BRIEFING 

MISSION OBJECTIVES 

© Fight off attacking units. 

© Use the Recycler to build TYirrets, reestablishing bass defenses. 
© Standby for additional orders from General Collins. 

ENGINEERING REPORT 

You will have the Recycler Montana at your disposal. The Montana 
is capable of gathering and maintaining resources. It also has the 
capability to build T7 Badger Turrets. 

The T7 is an excellent defensive unit. It is heavily armored and car 
ries dual machine guns. When deployed, it will defend a 150 meter 
radius around it. The T7, however, is unable to fire its guns when 
moving. 



WINNING THE MISSION 



The enemy has been sighted and is now 
barreling down on the base. Your first 
order of business is to take out the 
attacking units that are invading from 
the southeast and making a beeline for 
the Command Tower— you should be able 
to rendezvous with them just over the 
ridge. Or, if you're slow on the draw, 
they'll already be working on the 
Command Tower. Either way, that's 
exactly where you want to head immedi- 
ately after entering the mission. 


□DOB 


As tne* Soviefs s.t«art toward fhe 


base r rom the southeast, trij to IcsricJ as 
re>w shots on me* lead unit. Thus. us>u<allij 
gets them to slow down In an s*fTort to 
cJs*&troij you t)**fore* «3ttc3c:»elnQ this* 
Command Xows»r. Also, t<ak€* out any CCA. 
pilots. whoVe e»Js»c:te»cJ from tl~ie»lr s/e»l-nc:le»s»- 
theyTe s»tlll <s danger. \ 
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Once you'vB dusted them off (try to blow 
them all away-there's more scrap if you 
do), you'll be told of the Recycler 
Montana available to you. Open a com- 
munications link with it, set it up at a 
geyser near the Command Tower, and 
then immediately get it to build a Turret. 


After that small wave has been finished, 
go back to building Turrets, placing at 
least two around either side of the 
Command Tbwer. You should also place a 
few more up an thB ridge, as well as a 
couple in the southwest section of the 
basB. If you manage to get this far, you'll 
find quite a blitzkrieg heading your way. 


DOQH Ifs. impor- 
tant to QPt «st 
Ipcast one* Turret in 
trie* southwest 
wctlon ot thp 
Pc3s>e*. asi the 
Soviets. Will <9ttc9C=IC 
from that s>ide 
l<ate»r in the 
mission. 
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You need to set up Turrets to protect 
your base while the Soviets are momen- 
tarily withdrawn. Ideally, you should 
start setting up Tiirrets southeast of the Command Tower, right up on 
thB ridge. As soon as the Recycler has finished with its Turret, go to 
where you want it deployed, open 
a channel with it, and mark the 
spot with your smart reticule. 

Then, immediately have the 
Recycler build another and do the 
same with it, until you have at 
least three set up on the ridge. 


At about this paint, if not before, a 
couple more Soviet units will start 
in on you. Help the TurrBtB take 
them out, and if any get by your 

initial defenses, make sure they don't get too many licks against the 
Command Tower. When the reinforcements arrive, you'll want to be 

sure to open communication with them, 
and tell them to start attacking. 








Shortly, a large Russian force will begin 
to move on the Eagle s Nest. General 
Collins will get on the horn giving you 
new instructions— time to bug out. 
Essentially, all important personnel have 
been loaded on two slow-moving 
Transporters, and it's up to you to gBt 
these guys to the 
northern Launch 
Pad in one piece. 


Keep in mind that these are very slow 
moving units, so you'll need to escort them 
at a sometimes frustratingly unhurried pace 
to the Launch Pad, which should make itself 
evident on your HUD. As you approach it, 

there will be several enemy turrets waiting to take you out. Quickly 
get there before the Transporters, and 
make scrap of the turrets. 

Once they're out of commission, head 
up the face of the mountain to the 
Launch Pad, and wait for the 
Transporters to make it. Unfortunately, 
the base is lost, but you still win the 
mission if the Transporters make it out 
okay. 

MISSION WRAP-UP 

Your bravery and skill allowed the Liberty, Lincoln, and Freedom to 
successfully evacuate our surviving moon forcss. General Collins is 
impressed with your command abilities and would like to expand 
your responsibilities when we establish a new base on Mars. 

After analyzing the moon's bio-metal deposits, S&T determined that 
we might find additional reserves on the Red Planet. It is imperative 
that we establish firm control over all Martian bio-metal supplies 
and reassert our standing in the arms race. The situation is dire. 
Intelligence believes that the Soviets now control significant bio- 
metal deposits on the Moan and Venus. You will be responsible for 
ensuring that the Red Planet does not fall to the Reds. 
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MISSION BRIEFING 




NSDF UPDATE 


Intelligence reports that the CCA tracked our movements to Mars 
and they have succeeded in establishing a base on the planet's bu 
face. You will lead the Fourth Platoon in establishing a beachhead 
for a full NSDF landing. 


MISSION OBJECTIVES 


Secure at least one of the 


Avoid the CCA base 


< 2 > Standby for additional orders. 


ENGINEERING REPORT 


You will have additional building resources provided by an NSDF 
Mobile Unit Factory (MUF). Like the Recycler, the MUF requires a 
geyser power source, but it is tooled to build highly specialized 
vehicles. 


WINNINC 


The pacB is definitely going 

to pick up quite a bit as you 351 

make your way in establish 

ing a base on Mars At the j PN kj'W'.' 

mission s outset you need to 

pick a geyser to ■ - 

power both the familiar 

Recycler and the newly 

added Mobile Unit Factory 

iMUFl. You have three to 

choose from, but you should 

really only concern yourself 

with either the southwest 

geysers or the northwest geysers. For my money, I'd head on over 
the northwest geysers because of the abundance of scrap nterby. 
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□CDDB8 You m<3cj PppI fficsf fhp southwear 
gegapr la. £>iiq|-iMij more* idpai, aa l career in 
mis. miaaion. gou'rp qolng fo na>\re» to go 
mot woij fo lrr^6*a.flC3c9r£* s.ome» CCA golnga 
on. Wl-iil^ thprp is. n't aa much scrap herp, 
gou mag fppl mot tfw time* aavpd In 
troveMinca iote»r on makpa up for mis. 
inconvenipncp. 


After having set up the MUF and Recycler on their respective geysers, 
immediately set the Recycler to making a Turret, and have the MUF 
make a Tank. You should set up the T\irret somewhere in front of the 
Recycler, facing the direction from which you came. Now have the 
Recycler build a Scavenger and get it to start scavenging. It's very 
important that you save enough scrap initially to build a Scavenger, 
otherwise you won't be able to build any more units. 


□DBS A good lc)s»o is. to s»*»f up me* 
Rpcgclpr on thp flrs»f gpgser and me* 
f-acforg on me* second gpgser mot gou 
rpesch. 


After you've started gathering Bcrap, 
start building Turrets and position them 
strategically all around the Recycler, 
particularly in front, but don't neglect the 
rear where the entrance is You'll sIbo 
want to build a Tank or two as you pre- 
pare for the first wave of attacks. 

When you've taken care of the first 
assault, focus on investigating the CCA, 
which will show up as an optional Nav 
Point on your Beacon menu. You can choose to go it alone (not the 
ideal choice), or build a Scout to go in your stead while you continue 
to build up your base's defenses. If you send out the Scout, prepare to 
lose him in battle, but not before he gets the info you need. 

□nee the Scout's been dis- 
patched, concern yourself 
with building a few more 
Turrets and a Tank and put 
them in ideal spots to pro- 
tect your MUF and Recycler. 

Not to be overlooked is the 
creation of another 
Scavenger to double your 
scrap collecting 
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Eventually, you'll get the mes 
sage and some video of what 
the Scout found: some sort of 
alien device that you need to 
recover. You can now either 
tell the Scout to beat a hasty 
retreat or have him fight. If 
you have him go on the offen- 
sive, don't let him hang 
around too long, as the 
Soviets will send more forces 
to attack. 



You now need to have the MUF build a Tug, which you'll escort to the 
alien device. 



LiJLUULBB It's. ols>o CS good Idpa Co ticave* o 
Tank ego wirn you, nor onlij To fcicartle* what' 
«*ve*r ijolj mppr. tji_iT To Tie»lp proTe*«rt Tl-i*» 
Too from TTie* vnrmm wt-io'll Trig To Intpr- 
eppT you on ThP way back To basr. 


Your primary concern right now is 
to make sure that the Tug gets that 
artifact back to base. If for some 
reason it gets destroyed by enemy 
forces, you're going to have to build 
a new TYig and have it come pick 
the item up. Secondly, you can con 
tinue to have the MUF build Tanks 
to protect your base. 


mtDElHH 


While you're en route to and 
from the CCA location, your 
base may came under attack, 
which your forces should be 
able to handle if you've been 
paying attention. There's the 
chance that it may not have 
been attacked, so make sure 
that the 1\ig gets to the 
Recycler, and continue to build 
your forces. After this final 
wave, you'll get notice that the 
mission was a success 
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MISSION! WRAP-UP 

i 

i 

i 

You Win!!! 

■i 

Good job, commander. The discovery of thB Sedona ruins has raised 
the stakes in the space race. ST believes that the captured rehc 
contains the complete historical record of the race that created the 
bio-metal. They assume that the relic holds significant information of 
strategic value that would allow them to manipulate the bio -metal into 
a variety of new forms. 

( 

I 

I 

Unfortunately, the relic is for the most part a giant cipher. A few visu- 
al matches and some pattern analysis have allowed ST to fit together 
a few pieces of the puzzle 

I 

I 

I 

They believe that they've identified another alien structure built near 
a volcano. Its purpose is unknown. However, ST wants to gather 
imagery from within the site in order to further their deciphering 
efforts. 

Command would like you to lead a team to investigate the structure 
near the volcano Standby for your orders 








MISSION! BRIEFING 

NSDF UPDATE 

SurveiUance images from Skyeye identified a geographical feature 
that matches the referenced volcano. Initial scouting teams havB run 
into active alien mine fields, which are both dangerous and intriguing. 
We believe the structure must hold great value if the previous owner 
went to such lengths to protect it. 


MISSION OBJECTIVES 

<i> Find the alien site. 

Fortify the site. 

Recon all alien structures. 

ENGINEERING REPORT 

Engineering has supplied you with the new Supply Launch Facility 
(SLF). The SLF can catapult supplies from your base to distant loca- 
tions. The SLF will supply your team with ammunition packs, weapon 
upgrades and repair drones. 

WINNING THE MISSION 

You're about to take on your most 
complex and lengthy mission by 
far. Plan on spending at least an 
hour finishing it (and that's if you 
know what you're doing), longer if 
you're going in cold. 

The overall objective is to make 
your way to the volcano (which 
can be located by selecting the Nav 
Beacon by hitting "4" on thB key- 
board), set up a fortress around the newly discovered alien structure 
within, and fight off bombers and other Red forces that'll try to take 
it out. 

At the start of the mission, you're located close to a geyser just east 
of the starting position. Now is a good time to start building offensive 
forces. The first thing you should do is set up the RBcycler on the 
geyser. 
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You'll also want to find a geyser to set up your Armory. Since there 
isn’t another geyser nearby, you may want to issue a go to geyser' 
command after the recycler is set up. The Armory will automatically 
find another geyser. 


The first thing that you should set to building is a Scout to servB as 
a Bort of defense, just in case soma enemy fighters decide to barrel 
down on you before you havB a chance to really get going. Order the 
Scout to defend the Recycler [hit "1" for Offense, select "Defend," and 
choose the Recycler). With that in place, focus on building a 
Scavenger to Btart amassing scrap so that you can build up your 
defenses before heading to the volcano 


ODSH I f gou re»esllij w<snt fo fctcart cresnle- 
inq on rhp offensive rorces. have tbe» 
Recgler bullcl a F-«sctorij and =»e*t ir up on 
the second gegser, a.e«t1-in«3 it- to bulla 
Tanks. Wblle* gou orobablij tblnk It's, c a 
qood idea to bulla Turrets, Oon't. Wtien 
gou go to re»-loc=c5Te». tbe*u'll be* s»ittlno 
ducks unless tbe-ig'r^ itatloi-iarcj. 






By now, you should have a couple 
of Scouts that can serve as escorts 
when you move out. You'll now 
want to hit the Caps Lock key to 
get a satellite shot of thB surround- 
ings. Move the mouse around to 
locate the volcano and then look 
for a nearby geyser, that's where 
you want to set up shop Wait until 
you think the Scavenger has col- 
lected all the nearby bio metal, 



then pack up the Recycler and SLP and send them 


over to the geyser nearest the volcano. 





lilts. l t k l lk l UUJmO Mormcsllij. To gpf to wb»r^ 
mou wcsnf To 00 , gou'd rollow a s»trcalQT-iT 
Haute*, but it gou do tbcat tiere, gou're going 
to cg»»t zdpppd big the cslle»ri mines. Vou 
nppd to s>tc9ig on the leOgps lb orber to 
avoid them. The best wcauj to tlnO thp s»arc* 
patti to the volcano ls> to send the 
We>tzijcrle»r anb evergone E»ls>e> to the gegser 
closest to it. ana slmplg follow them. Theg’ll 
csvoia all the ha^arbs automatlcallg ana 
set the shortest (ana s»t) course. 
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Once the Recyler's set up at the geyser, get it to start 
pumping out Turrets, setting up a perimeter of at 
least four around the Recycler and the Armory. Keep 
going until you've maxed out on them at ten, building 
a Scout on occasion. Now select five or six Turrets to 
follow a Scout or two up the volcano, going into the 
crater until you see the Factory (alien building). 


Your job is to make sure that the factory 
is not only found but defended, as the 
Soviets will attempt to take your position. 
If they can't do that, they'll bomb it (either 
way, you lose). So you need to set up the 
Turrets at strategic locations around the 
entranceway to the volcano's crater in 
order to keep the Reds from gaining 
access at all. Ideally, you should place one 

at the top of the cliff side within the 

crater, a couple along the pathway out, 
and a fBW around the rim near the entrance. Also, have a few Scouts 
and/or Tanks positioned around here as well 



□0O0B IC ljolj wcslf too lonq fo aOvcsnce 
on fhp Alle»n F-cflcpforij. Hie* CCA will s »e»f up 
cJe>re»n«»€»s» around if. bp re^csclij Tor a riqjnr 
wt-i«*n ljolj move* info ffnls. volcano. 






ulULUlilUlulUD Don't rorqpf abouf prof *»c:flnc 3 
Ljour Recgclpr, elthpr. IT that cj6»fa. dpbfrogpd 
|3f ang flme, ljolj'vs* rolle»o t|-»e> mls-alon. 


Eventually, you should receive a ^ ■ 

communication saying that friendly ^ 

forces arB about ten minutBs away, 
but you still need to protect that 
Factory. Time to play the waiting 
game. Be sure that you've maxed 
out your offensive and defensive 
forces, placing plenty around the 
entrance to the volcano, and mak- 
ing sura they're in fairly decent 
shape. If a T\irret or Scout is hurt- 
ing so bad that its health is in the red, it's better to recycle now 
instead of trying to rebuild the unit later. The Soviets, seeing that they 
can t recapture the area, will send in a bomber to try to take it out. 
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OOH8 Sometlmps lf-'& t)6»rt-e*r to s»lmp>lij 

rc>cijc=lc> ta i_inlf in£.t6»«ac) of trijli-iq to rppcslr 
If t36»cc3i_i&s» rs>c=Ljc=llnq and taulldimq <a ne*w 
unit 15 . offe*n r a&fpr than s.e*ndlnq if out fo 
qrab <9 re>pesir kit. 


Be patient. If you manage your 
strategy swiftly and effectively, 
you may find more idle time on 
your hands than you expect as 
you wait for the enemy units to 
attack. Don't worry, there's no 
other hidden objective— you just 
need to wait and defend. 
Eventually, you’ll thwart the 
remaining enemy attacks, and 
the mission will be over. 



MISSION WRAP-UP 



Good work securing the Lemnos bio-metal factory. Unfortunately, it 
appears a self-destruct sequence destroyed the inner workings of 
the factory, but we have started to decipher small pieces of the his- 
tory of the people who created this. There appears to be some odd 
connections to these people and Greek mythology. 

So far, we have learned that these people called themselves the 
CthonianB. When wa realized that these people called themselves by 
the same name that the ancient Greeks called their gods, we decided 
to call in some additional experts in Greek mythology. 

□ur team has managed to crack a transcript describing a battle over 
a transport ship called the "Hephaestus." The ship carried bio-metal 
on a regular run from the Lemnos factory to the Omega Star Part. 
From here, we can only assume that it was sent to other parts of the 
solar system. Sadly, we have not found any specific information on 
the locations of the Hephaestus or the star ports. 



The Brass has set finding the star port and the Hephaestus as our 
primary objectives. We believe the star port could provide informa - 
tion an other worlds that the Cthonians have reached. We've fanned 
our forces out in order to search for the Hephestus and the star 
port. As of yet, we have no leads. 


Stand by for further orders. 




□□:T1 









This is quite an unusual mission, and the 
easiest way to succeed may be the way 
you least expect. 


At the outset, you're told to escort your 
initial forces to the Fifth Platoon to help 
them out. Be sure to have the Recycler 
follow you, and have the Tanks take 
wing. 


MISSION BRIEFING 

NSDF UPDATE 

While exploring the Olympus Mons area in search of the lost relics, 
the Fifth Platoon has come in contact with a large CCA contingent. 
ThBy are pinned down in tierce combat and have already lost their 
Recycler. They need your help. 

MISSION OBJECTIVES 

Assist the Fifth Platoon. 

& Look for Cthonian relics. 

ENGINEERING REPORT 

The SLF has been equipped to build and launch the Day Wrecker 
bomb and the Solar Flare mine. 

The Recycler can now build mobile construction rigs, which arB 
capable of building armories, repair hangers, satellite comm towers, 
long range radar arrays, gun towers, and various power supplies. 

Your command HUD indicates where you can construct buildings. 
Green indicates terrain suitable far building, while red means that 
the terrain is Bither rough or you are too close to another structure. 
Yellow means you could build, but you would not have a power sup 
ply (solar, lightning, or wind) for the structure. 


WINNING THE MISSION 
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A short distance into your trek, you'll get 
new orders to examine what ends up being 
the Hephaestus. Once you've examined it 
(using the "I" key), head to the Nav beacon. 


Here's where 
things begin to 
get a bit tricky. 
As you near the 
geysBrs, there'll 

be turrets waiting to take you and your 
forces out. Be sure to approach these with 
caution and not without the other two 
Tanks by your side. 


□DBH You mcSLj wont to portc thp Rpcyclpr 
out or norm's, wag ror thp time* t>6*lncg. until 
gou con Oe*s>troij me* turrets to ensure 
sore possogp. 

Once the enemy turrets are taken out, send 
your Recycler to the closest geyser, and 
immediately have it start building a 
Scavenger. If you haven't done so already, 
head to the Nav beacon, then examine the 
alien structures using the "I" key again. 
While you shouldn't dilly-dally too much, 
don't do things too quickly, either. If you 
can, have your Recycler build a Scout before 
the Soviet units show up. 

Be prepared to take on the Soviet Flyers that attack-they shouldn't be 
too much of a problem. If you sustain a lot of damage, be sure to max 
out your Hull and Ammo next. After you've done that, set the Recycler 
to building an Armory and set it up on a geyser. 




Ferret out the Howitzer hiding in the canyon along the scrap held. 
Otherwise it might take out a Scavenger or your Recycler. 


By now, you should be getting orders 
to head to the Launch Pad to check 
things out— you have only nine min- 
utes to do this. Normally, you'd think 
that you should take a whole platoon 
of offensive forces with you, but that's 
actually doing things the hard way. 
There are several problems with that 
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strategy: Firstly, thB clock's already winding down, and you don't 
have the time to wait for your Recyclar to build up adequate forces 
Secondly, if you confront Bvery enemy that you meet along the way, 
you'll not only lose half (if not all) of your offensive units, you'll also 
waste too much time. The more time you waste, the more enemy 
forces you'll encounter. 



'□ 1:59 

S- 


The method that seems to work best is 
to go it alone, but you have to think 
quickly. Once you get the Launch Pad up 
on your HUD, head in the direction of 
the Nav Beacon. Do not go back the way 
you came (southwest)— it s a dead end Go 
as fast as you can in a northwesterly 
direction. The secret to getting quickly to 
the Launch Pad is to take every left 
along the way from here on out. 

□DBH Don't stop to khoot anything ir 
you cron help If. H"ll only How gou down 
ond increase rh*» poa>s»it>llirij or lowering 
your Mull strength. 



Here’s the tricky part: As you're flying through the canyons, you 
need to have the Armory continually send Repair pods along your 
path. You're not going to wait for them, but they'll be there for you 
on the way back. Every couple of seconds, pick a spot along the way 
and have the Armory send mostly Repair pods (an occasional 
Weapons pod wouldn't hurt, either). Keep in mind that while you're 
doing this, you should also have the Recycler build Scouts. 


Eventually, you'll reach the Big 
Guns. These are big, stable struc 
tures protecting the path to the 
Launch Pad. You're not going to 
be able to take these bad boys out 
very easily, so it's best to merely 
distract them. Use the Thumper 
to momentarily upset them, and 
then book it between them, head 
ing straight for the Launch Pad at 
the end of the canyon. 
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Again, dispatch Repair pods and avoid enemy fire until you reach 
the Launch Pad. Once there, send for a Repair kit, hit the T key, 
and wait for the kit to show up. Unless you're under heavy fire, you 
should be able to hide out momentarily. After you've picked up thek 
kit, simply hBad back the way you came, grabbing Repair kits all \ 
along the way. 


-V-r 
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□DQ8 


AQ<aln. It'S, ca good Idcd to ljs>e> tl-ie» 
Thumper wTie»n gou get to fl-ios>s» Bio C_.uns. 
s»o thi«at ttie*uj don't shoot eat gou too hi6»csv'- 
iIlj as gou mdKp ca l-iess»rij re»tre»eat. 


You should select the second Nav Beacon 
to help you in your maneuvering if you 
get lost. Just keep an eye on your radar 
for help. If you've been having your 
Recycler build Scouts all along, you 
should have quitB the offensive platoon 
waiting for you when you get back. Take 
care of any enemies that are attacking, 
and then have thB Recycler pack up and 
set it on a heading for thB Dust- Off Nav 
Beacon. Be sure to select all the 
Offensive units (Ctrl + 19) to defend it. It should be more than 
enough of a protective escort, and before you know it, you'll get the 
word that the mission was a success. 


jMISSION WRAP-UP 

Although you did an outstanding job, the CCA managed to escape 
from Mars with the star port relic. We must now hunt them down and 
recover this key alien artifact. LbR on their own, it is only a matter of 
time before the Soviets manage to decipher the rBlic. The conse- 
quences of their getting this information could be catastrophic. They 
could know all of the places where the Cthonians have been, and we 
would spend the rest of this war chasing them. 

We know that the CCA has established a well fortified base on Venus. 
The Brass believes they will take the relic there. General Collins has 
picked you to lead a small assault team on a covert mission to 
destroy the CCA's long range radar arrays in preparation for full 
invasion. 


mission 5 
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Point 
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MISSION BRIlEFING 

i 

II 4 NSF UPDATE 

The CCA outpost is protected on all sides by a natural terrain barrier, 
and the entrance to the outpost is heavily guarded by CCA units and 
gun towers. You may need to sneak into the base on foot in order to 
In 1 avoid detection. 

Mission objectives 

<? Rendezvous with our forces. 

Destroy the Soviet Radar Array. 


| ENGINEERING REPORT 

Your Grizzly has been outfitted with a new weapon called the MAG 
Cannon This is a highly versatile weapon, capable of firing ordinance 
of varying sizes. The longer you hold down your fire button, the larger 
the ordinance that will be fired. 


* 


WINNING THIE MISSION 

If you thought the last mission was tough, you ain't seBn nothin' yet, 
soldier! This one will actually require you to leave your vehicle in order 
to infiltrate the Soviet outpost and destroy their Radar Array. It's going 
to take all the stealth and careful leadership you can muster. 





Your first objective is to gather the forces 
you have with you and head out to the ren- 
dezvous point. Have the offensive units take 
your wing, and have everyone else follow. 


□BJH0B Once* gou'vp c calif cJ i_ip 

me* rir&t Nisv Bpacan, you mag 
fppl camppllpd fo head in a 
northpaifprly dlrpctlan— don’t. 
You'll meet a lot more* enemy 
units* tl-icst wcaij Take me* long 
Wcaij around Ocj ne»cac)int3 


northwest. 



About halfway to the rendezvous point, you'll 
encounter enemy forces, which you shouldn't 
have too much difficulty overcoming. If you're 
smart, you'll deploy your Turrets there and 
wait for the enemy to come to you. 



Having taken care of that little business, you're 
ready to continue on to your rendezvous point, 
which should be a relatively uneventful experi- 
ence. Deploy the SLF and set up the TVurets 
around it for protection. You also might want to 
leave a Scout here to serve as a more mobile 
defender. Then it's time for you and the Tanks 
to head toward the next Nav Beacon at the 
front of the Soviet base 



GMamnmBB 


Don’t «*v^n wcastp 


gour time* frijlnca to gpt ttiroLicjn 
rne> S 30 v» 6 *t forces «sr me»ir ouf- 
post. You’re goino to hove to go 
In an toot. But not berore gou 
rendezvous witti tn«* Scout atop 
ttie* volcano. s>t<oll <s Olt ir gou 
have to on the w<aig to the 
Soviet base, QlvinQ the S»c:ouit 


time* to re*oczn the new location. 



As you near the Nav Beacon, the Scout will 
radio his new position. Park your forces in an 
out-of-the -way area and rendezvous with 
the Scout. Shortly after reaching the new 
Beacon, the Scout will drop in on the Soviet base and will be 
destroyed. However, that doesn't mean you have to worry about get 
ting shot at. Just exit your vehicle (hit "H"), head straight over the 
side, up the crater, and into enemy territory. 



Look what we have here: For 
starters, no one's shooting at 
us, and secondly, there are 
several vehicles ripe for the 
hijacking. I'd go with the Tank. 
It's got a lot more firepower 
than the Fighter. Don't worry, 
as long as you don't start 
shooting at anybody, you don't 
have to fret about getting shot 
at-for now, anyway. 


(Si 


(Si 













Now drive over toward the 
entranceway, near the gun towers. 
They're powered by the Solar 
Tower directly behind them. So if 
you go behind that, you should be 
able to find a little trench, just big 
enough to hide your Tank in. 


Now send for the two tanks to 
come and attack the Solar Tower 
or Gun Towers by selecting them 
and highlighting either of those targets with the Spacebar. You should 
wait until just before they reach the entranceway, and then start blast- 
ing at the Solar Tower. As soon as you start shooting, the enemy will 
wise up and come attacking, so time it so that you destroy the Solar 
Tower just as the Tanks are within firing range of the Gun Towers, 
□nee inside, direct them to attack the Radar Array. With all of you 
attacking it at once, it should come down with little problem. Plus, 
you'll have your fellow units to hinder the T\irrets and Snipers trying 
to stop you. 



□DOS In <=«3s>e» gou’rp running 
low on <ammo or Moll srrpnqrh, 
ttiprp s»ome* powpr-ups 

np<ar Ihp crore*t'e*rlca. whprp gou 
rira»r nucacrk^cl ttiF Tank. Jus»t- 
look for me* gpllow boxps on 
gour resdear. 


Now, get out of the Tank and head back 
the way you came in on foot— toward your 
original vehicle. OncB back in, select the 
appropriate beacon in order to meet up 
with your Recycler and Factory. If you're smart, while you're en route 
(Bven on foot), you'll get them SBt up on the closest geyser and start 
building (starting with a Scavenger first). 




□nee back at the Recycler, start building up a sizeable offense, namely 
Tanks. It's also a good idea to set up a Turret here and there for pro- 
tection, as you'll still probably 
experience attacks as you muster 

your farces. 
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MISSION BRIEFING 

MISSION OBJECTIVES 

<? Establish a base. 

Penetrate the CCA defenses. 

Capture the star port relic. 



ENGINEERING REPORT 


Our engineering team has put assembled armored personnel carri- 
ers (APCs) to help take out the base's fixed emplacements. The APCs 
have no weapons, but they have bio-metal armor that will equally 
distribute damage across the craft. 

You'll also have access to a mobile construction facility. This vehicle 
is capable of building armories, repair hangers, satellite comm 
towers, long-range radar arrays, gun towers, and various power 
supplies. 


WINNING THE MISSION 


Compared to the last couplB of missions you've undertaken, this one 
is surprisingly straightforward. Essentially, it boils down to building 
up a strong offensive and decimating the Soviet base For those who 
like things a tad more detailed, read on. 

First, as soon as you start, you should set up your RBcycler. Then 
have it build a Scavenger to gather all the nearby scrap. Build a 
Scout to help protect it from the imminent attack. Once that's done, 
construct a Factory, and build a couple of Tknks or Bombers. 

Once your Scavenger has gathered all 
the scrap in the nearby area, pack every- 
thing up and head, west, just like the 
commander instructed. Be sure you have 
enough offensive units to serve as an 
escort for your unprotected Recycler, . 
Factory, and Constructor. \ 


5 r 
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At some point between the time of the first attack and while you're 
heading west, your forces will encounter a rather unusual enemy unit, 
similar to an AT-AT from Star Wars. Destroy it, but take note of it. 


B0(9§ 


□urlnq a.kirmis»fme»& wittn lots, 
of pnpmlpa or fhosp npw uprlqhf- 
wcstklriQ units, gou micqrnt want to 
pasrk gour Hecgclpr and other 
unarmed units., e*s>pe*c:idllij It gou 


Ar f$5»B Eventually ahuut IDOL) meters from the 

CCA Base, you'll hit a nice scrap field 
with a couple of geysers— a perfect place 
to set up your Recycler and Factory. Do so, and then set up several 
Turrets to defend them (especially around the Recycler). Build anoth 
er Scavenger to double the scrap collecting, and then start building 
Bombers with your Factory. You should have at least as many 
Bombers as you do Tanks, if not more— they are key to victory. 


□nee you have plenty of 
Bombers and Tanks, start lead 
ing the troops toward the CCA 
Base Once you yet close enough 
send them all to attack the units 
in this order: The L Power first, 
as they power the Gun Towers, 
the Recycler, and then the 
Factory Naturally they II end up 

taking everything else out in the \ 1 Er—vl 

meantime, but oncB you destroy 

the Recycler and the Factory, you've permanently crippled the base 
and you'll be given the next objective. 


LdLJLkluJUuJLiJfl Be sure not to 
Ipavp igoLjr Rc*c=ijc=lc*r and 
F-cacrtorij unprotected Be* surp 
tfm<at ljolj tm«3V'e» ple»ntuj or 
Turrpts. spt up around both 
to quard aqaln&t ttnos.e» occa- 
slanal FHgierfc. You can even 

s»e*t up es tjun Towe»r or gour 
own wittm time* Constructor. 
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Now you simply need to head over to the 
location of the Relics, and you'll learn that 
you have new orders: undertaking a new 
mission. Congratulations, it's on to mis- 
sion eight. 


MISSION WRAP-UP 



Thanks to your work, we have taken a giant step forward in our 
efforts to take control of Venus and the star port relic. All of the CCA's 
main bases have been neutralized, and now the CCA is scrambling to 
evacuate. 


We have had the opportunity to analyze somB of the ruins near the 
former Soviet base, and we have learned that they were constructed 
by a scientist named Nexus V. Exactly what he was doing here is 
unclear, something about a new strain of bio metal— a strain that is 
better suited for weapons of war. We are sure, however, that his 
experiments involved humans, although we have no idea for what 
purpose. 


Capturing this relic and understanding the new strain of bio-metal 
could lay the foundation for our battle plan and vault us into the lead 
of the arms race. You have been called on to track down the convoy 
carrying the relic to a CCA launch pad. 


□Q:Ri 
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MISSION BRIEFING 

NSDF UPDATE 

We'vs identified a CCA convoy carrying the relic to a launch pad to 
our south. Since we know the units that we are attempting to cap- 
ture, and we know where they are headed, we must now capitalize 
on our opportunity to capture the rBlic intact. 

MISSION OBJECTIVES 

<i> Rendezvous with NSDF MUF. 

Destroy all CCA Artillery. 

Capture the convoy and relic. 

ENGINEERING REPORT 

Our engineers have been able to tool our MUFs to build the walker 
technology that the CCA threw at you during your last mission. 
These new units will bring unrivaled firepower to the battlefield. 
Unfortunately, they are so heavy that they are unablB to hover or 
move nimbly. 




WINNING THE MISSION 



This mission is also surprisingly 
straightforward. However, because of the 
jumping that you'll have to do, it can be 
exceedingly frustrating. 


The first thing that you need to do is 
rendezvous with the NSDF MUF, which 
you do simply by heading forward at the 
outset of the mission. Once you meet up 
with it, you'll be given an update on the 
situation: there are six enemy Howitzers 
located up on the surrounding hills. 






If you listen to the orders given, you'll 
learn that you need to take out the tur- 
rets. You're also told that the best way to 
do that is to head toward the Nav Beacon 
until you come to a slope on the moun 
tain that your Grizzly can easily navigate 
Head up the hill and head toward the 
white square that's now appearing on 
your radar. You should encounter a large 
alien relic. 

Now that you've spatted and identified the relic (pressing "I"), you're 
ready to start taking out the Howitzers. This is the most frustrating 
part of the mission, but if you did well in your first training exercise, 
you should be able to jump through this. 

Head up to the right of the relic 
and toward the closest turret. You 
shouldn't really have to jump to 
get here, just watch yourself to 
make sure you don't slip down the 
mountain face and have to start 
over. Once in range, all the turrets 
go down fairly easily. 

□nee the first turret's out of the 
way, you should look around for 
elevated rock pathways that'll lead you to the next Howitzer area. One 
involves scaling quite the narrow peak and jumping at the last minute 
to get across. The others are usually a bit easier, just look for a stone 
structure that looks a lot like a ramp. 
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□DQH Whpn jumping. t>e* 
surp ro nurrg up thp r<smp, 
tan c3 hit gour Jump tee>u just 
Oe*ror^ gou run out or ramp 
to glvp gou tn*» boost gou 



Eventually, you'll run out of ammo or have some serious Hull dam- 
age. Now is a good time to deploy the SLF, which, unlike the Factory, 
is safe to set up on the closest geyser. Set it up, and have it send 
you some repair and ammo kite. 

□QBB You'll prot>«aOlg notice rt-»<at flop 
r«*m<aining Howitzers continue* shooting «at 
gou wi-illt* gou w«alt for supplies. ine» kpg 
to avoiding rir«- l& to fcta»g in one* spot tor 
c9 little* wnile*. and tt»n cg«*t as rear awag 
rrom that area as po&s.itole» tor two shots, 
then move again It takes awhile for tine* 
Howltcprs to readjust. 


You’ll know you've destroyed 
all the Howitzers when you get 
new instructions from com 
mand. Don't forget about the 
one closest to your troops. It 
can actually be taken out from 
there-you don't have to go to 
anywhere special. Just get 
below it, run, and jump up. 







Now send everyone to the Nav Point, watching lor the enemy Flyer(s) 
that will try to take your unarmed forces out. Then set up your 
Factory as fast as you can, and start cranking out Tanks and a couple 
of Bombers. 


□moiai Tcsriks. «srG» tjour most v'c*rs»<3Mlp 
weapon. Theg pack one* hpckuva punch. 
Plus,. me»ijYe» quite* mobile*. 





Now, prepare to stop the huge 
convoy that's heading your way. 
They're accompanying the relic 
you retrieved earlier, so you 
have to stop them. When the 
guns start blazing, the first 
thing you should shoot for is 
the Transport carrying the 
relic. If you can destroy the 
vehicle, the relic will be left on 
the battlefield. You nBBd to stop 
it from making its way to the 
launch pad. Once the relic is 
dropped, you can worry about 


the rest of the units. If you've got your wits about you, continue to 


havB the Factory crank out units. 


Build yourself a Tug, and get that relic back to the Factory. Once done, 
the mission's over (and successful). 


MISSION WRAP-UP 


As we had imagined, the star port relic contained additional clues 
about the bio-metal technology. It has taught us about the race that 
invented the bio-metal, and tied together many pieces of the bio-metal 
puzzle. 


We've learned that these people called themselves the Cthanians and 
hailed from a planet known as Icarus. Their star charts place it in an 
orbit between Mars and Saturn. But the only thing that exists therB 
now is an astBroid belt. It appears their world has been destroyed. 
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ThB group of Cthanians that built the star port, where the relic was 
found, belonged to a faction called the Olympian Council. Ruled by a 
group of great scientists, they sought to achieve a better way of life 
through science. The leader of this council was named Paternus. His 
ethics and philosophical beliefs were the guiding force behind the 
great inventions they created. Paternus even shared their knowledge 
with mankind. Bringing a new era of thought and enlightenment to 
the people of Earth. As we had suspected, it was no coincidence that 
the names of the relics we keep finding are the same as those found 
in the Mythos of ancient Greece. It appears that the Cthonians took a 
great interest in the affairs of the men and women in this region of 
our planet. 

The other group, the ones that built thB ruins on Venus, were ser- 
vants of the Hadean Crown, a monarchy ruled by Nexus V. Nexus 
was also a brilliant scientist, but his genius was not tempered with 
the same wisdom as Paternus. Nexus wanted only power. His pur- 
suits were entirely motivated by making the Hadean Crown the sole 
governing force of IcaruB. 

And so the war began. The two governing bodies began to enter a 
deadly spiral of check and counter-check. As each side began to 
develop more sophisticated weaponry, the other would try to top it. 
But it was Nbxub who managed to construct the ultimate weapon, 
one that would end the war. The information that he gathered dur- 
ing his experiments began going into production in a secret 
weapons facility called Lerna, located on Jupiter's moon, Io. We havB 
not found any war records that postdate the work at Lerna. 

We must get to Io and capture the secret weapons facility at Lerna. 








MISSION BRIEFING 

MISSION OBJECTIVE 

Capture thB weapons facility at Lerna. 

ENGINEERING REPORT 

We've equipped your vehicle with a Flash Cannon, which is one of 
the most powerful weapons that we've been able to develop. 


WINNING THE MISSION 

Welcome to Io, a satellite fraught with itB share of perils. You are 
given the task of recovering another relic before thB Soviets can 

take it back to their base You're going to 
have to act quickly. 


«> ns. 


The first thing to do when setting up 
your base is to immediately SBnd the 
Recycler to the closest geyser, and then 
have it build a Factory (yeB, not a 
Scavenger, a Factory]. When the Factory 
emerges, set it up on the closest geyser. 
While it's in transit, have the Recycler 
build the requisite Scavenger. 


With the Factory, quickly pump 
out two Tanks and a Tug. When 
that's done, send the Tug to the 
Relic Nav Point, and have the 
Tanks take your wing. 


Now, remember when you were -j— — .... 

on Mars and had to avoid the 

mines in the valleys ; Well now XIES** 

you have to avoid the stinking 
hot lava. Theoretically, you can 

cross it without sustaining much damage to your Hull if you hop all 
the way. Unfortunately, such agility cannot be depended upon by t^ie 
rest of your offensive units-if they stray through the lava, it s \ 



I 




Offensive Unit: Lost" time. If you're wondering the quickest route to 
take, follow the Tug. It's not the fastest traveler, but it knows which 
way to go without getting burned. 


□DISH 


Ones* you t-iiave* me* qenertai ide»<a 
about where to cqo. trej to get there as 
QulcrklLj css. possiDle in order to stop me* 
Soviet units. <3lr«*c9dij carrlvinQ. 



Take out the units there and 
have the Tug pick up the rBlic 
You should be sure to work as 
fast as you can, because if thB 
Soviets think they can t recover 
the relic themselves, they'll try 
to have it destroyed. 

Now you can send the Tug to 
the Drop Off Nav Point. Or, if 
you want things to go more 
quickly, you can hop out of your 
vehicle and have the Tug come 
pick you up so you can drive it 
faster. 


□DBS 


All thi» wlille* you're away from ri-ie» 
Re*cij£=le»r and F-caeforij. gou should have 
fhpm continue to make units., s»ome» to 
derend time* base, as we* 1 1 as s>ome* to 
com^ hi^lp escort you. 


Simply follow the T\ig 
back, making sure it 
doesn't get intercepted 
by enemy units. When it 
reaches the Nav Point, 
the mission will have 
been a success. 
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lUEULHtUUttJmB □o nor have me* Ti_iq qo into 
^-ie* center or me* Ie9v<a. ir IT realtors.. rrne're*'!! 
le no wcslj for gou ro Dick ir i_ip tjoi_irs»e»ir. 
F»li_ja, <smj Tuq sent out to r«*frl^ve* It mlqjnr 
nor make rr back. 


MISSION WRAP-UP 

Thanks to your good work, wa ve succeed in capturing the Furies in 
the Io lava field, and are attempting to move them off the moon. 
We've already learned a bit about these relics, and determined that 
they may provide an unprecedented technological advancement in 
the arms race. 

In pulling together the history, we've again come to see the Greek 
connection. The Greeks called the Furies the "avengers of the dead," 
and it is frightening just how literal they were being. Nexus based 
the construction of his new strain of bio-metal on humanity's war- 
like nature. Using DNA harvested from fallen Greek warriors, Nexus 
instilled "an aggression factor" in the new material. Initial engineer- 
ing tests have confirmed that these relics are made from the new 
strain of bio-metal, and that they have some sentient properties. 



Engineering wants to get the Furies off Io, back to our main R&D 
base on Mars, where they believe they can learn to manufacture 
more of these weapons. Unfortunately, the CCA forces were able to 
cut off our transports in our initial attempt to move them toward 
our equatorial launch pad. We are now regrouping our forces, and 
you've been called to escort the convoy through the canyons to the 
launch site. 








MISSION BRIEFING 

NSDF Update 

We expect that the CCA will do anything possible to prevent us from 
getting these relics off Io. You will lead the escort team along the 
narrow path to thB launch site. We expect that the trip will be compli- 
cated by CCA artillery and narrow passages restricted by lava fields. 


MISSION OBJECTIVES 

Escort the Furies to the launch site. 


WINNING TMIE MISSION 


Your main job during this mission is 
to make sure that you and your fel 
low forces protect those Transports 
from falling into enemy hands. 

You're not going to have access to a 
Recycler or a Factory, so if you lose 
any offensive units, there won't be 
any available to replace them. Be 
careful and frugal with what 
resources you've been given. 

At thB beginning, simply have your 
offensive units take your wing and try 
to stay a bit ahead of the TVansports. 


You won't have to worry about maneuvering thB TVansports, as they'll 
go entirely an their own. This can be a good thing in that you don't 
have to worry about manag- 
ing them on top of every 
thing else, but it could be a 
bad thing if you aren't care 
ful. Cover them at all times, 
even if you wish they'd stop 
running into enemy fire. Just 
be sure to watch for Turrets 
and Fighters that'll try to 
slow you down on your way 
to the first launch pad. 
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JLlLJUiUJUUJLDH At about mis. rimp. Tr.aris.part 
B will not only brpak away from the pack, 
■ul will do so wt-ills* Intonlnq tl-i*» l_J£» in <3 
dpr IS.IVTCP Russian accent. Don't follow it— it's, 
gone. Juis»t worry about me» two remaining 
transports. 


Eventually, the TYansports 
will stop because they realize 
there's some serious Russian 
firepower waiting around the 
corner. Now would be a good 
time to dispatch your Armory 
for Borne supplies, namely a 
repair and ammo kit, if you 
need them. Now, send your 
forces to attack the Fighter 
that's coming over the hill, 
then get the Walker and 
Turret. 


□dbi 


After you'vB destroyed everything, 
your repair and ammo kits should 
have arrived. Restock and then 
return to escorting the Transports 
to the primary launch pad. 


As you approach the launch pad, 
you'll get word that it's under 
attack. Don't worry. There's nothing 
you can do to save it, but you can 
take out the Tanks that destroyed it. 
Do so as quickly as possible. 


■ 

! 
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Now you havB to escort the 
Transports to the second 
launch pad, taking out the 
random enemies who'll 
show up to stop you. You 
know you've succeeded 
when command alerts you 
that you've done a good job 
despite losing the launch 
pad and Transporter 3. 



MISSION WRAP-UP 


Good work getting the two Furies to the launch pad. Wb are all sur 
prised by the traitor, Arkin. We are fortunate that we still control 
two of thB relics, but now that the CCA has one of them, we no 
longer hold the clear lead in the bio-metal race that we thought we 
were going to have. We must recapture the relic and bring that 
turncoat Arkin back for the court marshal that he deserves. 

We've uncovered a bit more of the Cthonians' history, and it is clear 
just how important it is to capture Arkin. Once the Olympian council 
uncovered the LBrna complex, they moved quickly to shutdown 
Nexus' new weapons program. They sent their most skilled branch 
of the Armada, the Hercules Brigade, to deal with the Hydra units 
defending the Nexus research facility. The presence of this elite 
squadron was testament to thB power of this weapon. Recapturing 
the Fury relic iB our highest priority. 








MISSION BRIEFING 

NSDF Update 

The CCA's nearest base to Io is located on one ol Jupiter's other 
moons, Europa. Their Europa presence is small, and we could easily 
overwhelm them, but wb first want to break into their data trans- 
mission networks to get information on all of their ship movements. 

OBJECTIVES 

CCA vehicle. 

Follow the patrol route to the Comm Tower. 

Tap the Comm Tower. 

ENGINEERING REPORT 

This is a solo mission. We will equip you with a Data Tap that will 
activate when you get within 50 meters of a CCA Communications 
Tower. Once activated, you will need to stay within rangB of the 
Tower for one minute while we download the data. 

We believe the CCA has developed Site Cam technology. This 
weapon will allow you to see through terrain to find the buildings 
that you will need to go to in order to complete your patrol route. 


MISSION 

Obtain a 



WINNING THE MISSION 

Remember when you had to sneak into the CCA base and comman- 
deer a vehicle to complete your mission? Well, welcome to part two. 
Here, you're going to have to stealthily play the part of a Soviet, avoid 
detection, and get the information that we need to win this war. 



First, guide your Grizzly to a reasonable 
spot near the first CCA checkpoint tower. 
Your first difficulty is in finding a safe 
spot. You don't want to leave it out in the 
open to be found by the enemy— your 
cover will be blown and the mission will 
be a failure. One excellent hideout is on 
the higher terrain near the geysers. 

- 



Watch your radar closely to see how 
to get within roughly 500 meters 
and still leave the vehicle high 
enough to not be seen. Once you've 
found a good spot, exit the vehicle by 
hitting the "H" key. 

□OHB AS <3lWc3lJS». If* c3 ft 

good Ic36>e3 to savp d new 
giamp carter minor 

dccompllthmpnt, «»i_ic:n ds 

riQt-it oft6*r you leovp me* vehicle, and carter 
every checkpoint rurtfis»r Into mis. mission. 





Now hotfoot it aver to the CCA tower, 
trying to keep close to the hills. Once 
there, take a position to the right of bar 
racks and near the mountain so that thB 
Flyer that patrols the area won't sbb you 
initially. Wait for him to come by and 
stop. Once he's stopped, switch to Sniper 
and hit the yellowish dot that appears on 
your scope. 


Once you've taken out the pilot, run over and get in the vehicle. You'll 
be given further instructions, so pay close attention. First, you need to 
find the second checkpoint tower, so hit "1" on the tower to turn on 
the Nav cameras. Then hit the Beacon on your console ("4"), and head 
toward the next Nav point. 


IQ3EQDGHC3S 


like* me* Nasv 


Volnls you're used 
to, these will dl*.ad- 
pedr from your 

Ml_ID after you're 
out or the tower's 

ran ge. You must cm 

plan ahead, and U 

continue to go in 

m<9t- general direction, ir you do mis., you 
s»l-ioi_ild rind what you're looklncg for. 



□nee you've found and identified the next tower, 
you'll gain access to all the cameras, which will be 
listed in the order you need to find them. Highlight 
the Nav necessary and head that way. The first one 
is the turret silo. 
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After you've found the turret silo, 
head back to the second tower to get 
your bearings on the second securi- 
ty checkpoint, the Unit Factory. 

□DQH ir ljou lost, 
tru rollowlng n*»<ar t>u 
^-lige»r— rr-i6>ij know ttns» 

route tos»rte*r rti«an gou. 

Next, you'll need to find the scrap 
silo. Again, if you gBt lost, don't 

hesitate to follow a Flyer, which will take you either 
back to the CCA tower or to the scrap silo. 

Finally, you re ready to head toward the 
Communication Tower. It's the last Nav point listed 
at the CCA tower, so head in that direction, and 
you'll find it. As soon as you see it, rush up close 
so that your computer can start downloading 
the necessary information. Don't move away until you're told that the 
download is completed, otherwise 
it'll interrupt and you'll have to 
start over. Also, ignore whatever 
the Soviets are telling you just 
get the data. 

As soon as the computer tells you 
the download is complete, beat a 
hasty retreat to the Drop Off Nav 
point. The enemy is wise to you 
now, so you'll have to get a move 
on if you Bxpect to stay in one 
piece. Avoid fighting if you can. There's no way that you'll win. Once 
you've made it back to the beacon, you can rest easy for now. 





MISSION WRAP-UP 


Excellent work. The data that you acquired allowed us to layout the 
complete movements of the CCA forces. We've learned that they are 
going to set up their main base of operations on Titan. We are moving 
the Justice and the Freedom to Titan in preparation for a hill-scale 
invasion to take Arkin and the Fury. 

i?.' * 


Before you move on to join them in the assault, you have orders to 
run one more mission here on Europa. 


■ V 


nn.jnn 






MISSION BRIEFING 

NSDF UPDATE 

You will lead the Liberty's forces on a clean-up operation on Europa. 
You must destroy every bit of the CCA's base in order to shutdown 
any passible escape hatches or supply lines available to their Titan 
forces. Once you have taken care of your mission here, you will join 
up with the Justice and the Freedom at Titan. 

MISSION OBJECTIVES 

Destroy the CCA base. 

WINNING THE MISSION 

Despite the rather straightforward objec- 
tive, this mission will prove to be tough, 
tough, tough! You have to act quickly and 
manage your resources wisely. 


ul 







□HD08 


The first thing that you need to do is get 
your Recycler set up so that you can 
start building some Turrets and Scouts. 
You should have at least three Turrets 
deployed in front of the Recycler, and 
one Scout for mobility to handle the first 
wave of enemy attacks. 

n-ils. is, one* or the re*w times 


t- hi cat- ljolj’II ego aqcalnst the general rule* of 
thumb about OullcMncg Turrets wti^n you're 
Ji_)s.t going to mov'e* tester in me* mission. 


Once you've set up your defens- 
es, you should build a Scavenger 
to gather the nearby scrap that 
you'd just leave behind later. Just 
make sure it stays behind the 
Recycler until you've destroyed 
the first wave. 




STARS £ STRIPES MISSIONS 




After the enemies have all been 
scrapped, give the Scavenger an 
opportunity to gather them up. 
Then pack everybody up and head 
over to a major scrap held close to 
the place wherB you comman- 
deered the Flyer. You should have 
your Scout take your wing because 
you will likely me8t up with resis- 
tance along the way. 



Once you've got the Recycler deployed, build a second Scavenger and 
then another Factory. Now pack up the Recylcer and deploy the 
Factory to get it to start cranking out Tanks and Bombers. In the 
meantime, strategically place the Turrets facing the direction of the 
first checkpoint tower— that's where all the enemies are going to come 
from. You should also build a Constructor to enable you to erect a 
Comm Tower. It'll come in handy when trying to figure out where the 
SoviBt factory is. 


□ DHH Bp 


fcskp out tti» 


Turrets jus»t up 
ahPcsO Ge*rore» trip* 
Scavrngprs qo 
dolle*dtlnQ in that 
care»<a. It gou don't, 
gou'll wind up wltl-i 
no bcavpnqpr*. 
■and magbp no 
“.dreao to Guild 
another one*. 




If only it were as simple as it appears... 
What you probably weren't aware of is 
the Soviet unit that's on the ridge behind 
you building Howitzers to take out your 
Recycler. Get up to that ridge and take 
out the Howitzers and the unit that's 
building them. You'll find a lower ridge 
nearby. It can be reached by jumping up 
and then going around to find a way up 
to the guns. 


□DQ§ .r 


UULMD It- dean bp rrus»tr«3tlnc3 trig l go to tgs»t 
UP this* rldqp pictured above, tout don't 
OIV'» up. It dean to«* done*. 


\ 
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While you're taking out these units, you need to max out all the 
offensive units you can before you attempt to take out the Soviet 
factory. Do so, and then join your forces in tackling what they send 
your way. 



Once you've mustered your 
forces, hit “9" to get a 
satellite perspective, and 
locate the CCA Unit 
Factory. Send your offense 
to take it out. Don't worry 
about getting lost, they 
won't. Simply follow them 
to their destination. Use 
the Bombers to wipe that 
bad boy out, and you've 
done your Europa duty. 


ION WRAP-UP 


Good work wrapping up the CCA's presence here on Europa. 


Unfortunately, things have not gone as wbII an Titan. The NSDF 
forces that moved on have taken a serious beating It appears that 
we have lost the Justice and the Freedom. Dur ground forces are in 
disarray, and broken communications channels prevent us from 
fully assessing the situation. 


You must proceed to Titan immediately and help salvage what 
remains of our forces. 
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MISSION BRIEFING 

NSDF UPDATE 

At this time, the only communications that we've received from the 
Titan ground forces are three distress signals. We are operating 
under the assumption that thB CCA has built some new technology 
that overwhelmed our forces. You will be dropped onto Titan at Nav 
Beta with the Recycler Utah. Locate the distress beacons and rescue 
any survivors. 

MISSION OBJECTIVES 

<•> Rescue our troops at the three distress beacons. 


WINNING 

K 



THE MISSION 

This mission is the first which sees you 
actually aiding the Soviets (after you fend 
them off, of course). The first thing to do 
is to set up your Recycler right away at 
the closest geyser (though you can also 
set it up at the Canyon geyser). 


□nee you've started gathering 
scrap, build an APC to rescue 
your men. Build a Factory and get 
it set up on the next geyser, and 
then construct an APC, sending it 
on its way to Rescue 1. 

□nee that's done, quickly set up some defense and offense for your 
basB. Start making a couple of Turrets, as well as Bombers and 
Tanks. You also should get a second Scavenger going to gather scrap 
more quickly. jr 
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AUujLklLUULkJLUD Don't lE>t gour units cattrfjdk: 
me> CCA CDcOS.t' Just Lje*t— tt-icafll t=oms» Ic3te»r In 
fcct, IT gau can hplp It - . do gour best to 
kppp gour ortpnsp and &c«3V'e*r»t3e»rs> from 
wandering too close. There are gun towers 
a^e»r there. 


You'll hear the APC check in to let you know that they're ready to 
move out in 30 seconds, but you're going to have to give the instruc- 
tions. Alter a half minute, send them on 
their way to the second Rescue point In 
the meantime, concentrate on maxing out 
your offensive units. 


i When the APC says they're ready to 
move on, send them on to Rescue point 
3. Keep in mind that this will take them 
in front of the CCA base, so you should 
have at least two offensive units escort- 
ing it along the way. Once they vb picked 
everyone up, bring them back to base, 
and make sure it doesn't get blown up. 


If you haven’t by now, you'll soon 
encounter strange, UFO -like 
attackers. Command thinks for 
now that it's a Commie unit, but 
either way, you re going to have to 
atop them. They like to target your 
Scavengers, so try to have an 
escort with them if you can. 


mission <3 


Slowly but surely, enemy units will 
begin attacking your base, so be 
prepared. You should set up your 
Turrets out in front of the Factory, 
toward the CCA base. You should 
also seriously consider building a 
Constructor so you can set up Gun 
Towers- you're going to need them. 
Consider setting up a gun tower 
near the Recycler as well. 




□□□§ If gou rind units like* gaur ARC Qrt- 
tlnq low on ns* calm. tic* surp to h<svp the 
Rpcgdpr t>i_>llcJ <3 re>w Rc* pi calf klfs>. and 
hicas^p* m«* AJ=>c: pick one* up. Its. work ls»n't 
done* ig**t. 



— You'll eventually hear the Russians cry 

for help, followed by what sounds like an 
attack. Build up your offense and head in 
the general direction of the CCA base. 
Command will soon come on the inter 
com telling you that the Russians have 
surrendered after being brutally abliter 
ated by some unknown force. 

Your job now is to escort the APC over to 
rescue the remaining Soviet scientists 
and get them back to your base. Gather all your offensB and send 
the APC over to the Rescue point (or have it follow you). You'll 
probably be attacked by those alien saucers, so be sure to protect 
that APC. Qnce you've gotten the scientists back, the mission is 
deemed a success. 



MISSION WRAP-UP 





We are starting to piece together what happened on Titan, based on 
reportB from thB teams that you rescued. Similar to our experiences 
with the Furies, it appears that the Soviets activated them, and were 
unable to control the new crafts. We've come to understand that the 
machines are made from some sort of sentient material. 

We believe that thiB is part of the connection with Greek mythology. 
The ship Charon was assigned to gather raw genetic material from 
the battlefields of the ancient Greeks. This material was taken to 
their Venutian base, Styx, where they used it to create the sentient 
component of the bio-metal. 

It also appears that these machines (or perhaps animals) may have 
led to thB destruction of thB Cthonian race. We're trying to learn 
more, but based on what we've seen, they seem to be capable of 
inflicting incredible damage and pain. 







MISSION BRIEFING 


NSDF UPDATE 

While wb continue to gather information, we would like you to gath- 
er as many resources as possible in preparation for a counterattack. 
We are signing a truce with thB Soviets, so do not be surprised if 
CCA tanks are prepared to fight by your side. 


OBJECTIVES 

Rescue American units. 

Rendezvous with the CCA units. 

<£> Gather as much bio-metal as passible. 

WINNING THE MISSION 

Yes, believe it or not, it's now better to be 
Red than dead, or at least that's the 
credo you can adopt, as thB NSDF and 
the Soviets are going to have to work 
together to stop the semi -sentient beings 
that are the Furies. 

Simply wait where you are to ren- 
dezvous with the three Soviet units that 
will join you. 

Next, you need to worry about setting up a base. There's a lot of 
scrap to the north, so head that way until you come to an area with 
three geysers, and SBt up shop there. You should build a couple of 
Scavengers, as the key to succeeding is collecting 75 units of scrap. 

□mane F3a»c=ij<=l* ri-i»* Soviet APC— you 
don't nppd it unumori*. 



MISSION 




Periodically, Furies will come and attack, 
so be sure to have the Soviet offensive 
units defend the Recylcer. Don't fret too 
much about the Furies, as their attacks 
provide an additional source of scrap. 
Your rockets are an excellent weapon for 
taking them out quickly, so be sure to 
always restock after every fire fight. 


Soon you 11 get a call to escort 
some NSDF units from the Nav 
beacon. You shouldn t have a prob- 
lem handling it yourself. Simply go 
get them and bring them back. You 
can go ahead and recycle the 
NSDF APC as soon as you get 
near the Recycler. 




With everyone in one spot, you need to 
focus on scrap gathering as well as 
defending. Always have at least threB 
Scavengers going at one time, and don't 
hurt yourself too much trying to save 
them if they get into trouble. While you'll 
want to protect them, it's not worth los- 
ing your vehicle over. Simply build more. 


mmoHH Wl-ille» uoi—TII want to havp s»ome» 
defen&pt., don't- spend too much &>cr<api on 
Turr«»t&. You're* not trtjlno to build «a 
rortre»s»s». Just <3«atl-i6»r scrap. 


H it isn't obvious by now, it soon 
will be— your Recycler doesn't hold 
75 pieces of scrap. You'll need to 
have the Constructor build you two 
Silos on the plains below. This will 
give you plenty of room. Plus, it 
puts them closer to most of the 
scrap. 
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□nee you've gotten pretty close to that magic number, go ahead and 
recycle some things likB Turrets to bump it to 75. As soon as you 
do, the mission is over. p- 

MISSION WRAP-UP 

It seems that we have unknowingly opened our own Pandora's box. 
We've come to realize that when the Greeks created their Myths 
about the Cthonians, they substituted magic for technology. None of 
the gods were people or beings, as the Greeks described. They were 
just machines. As we've gotten deeper into this crisis, we've seen 
that every myth seems to hold some shred of truth. With this real- 
ization, we've started to look to the Greek mythos as our best source 
of guidance in dealing with our current predicament. 

Our experience with the Furies looks oddly like Pandora's box and a 
curse to all of mankind. Wa ve Bigned a treaty with the Soviets to 
cooperate in combating this greater threat. Both sides have agreed 
not to tamper with the Tartarus relics, so there's no worry about the 
Soviets advancing the technology by unleashing a Titan of some 
sort. 


✓ 
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MISSION BRIEFING 

NSDF UPDATE 

You have to establish a base for your platoon and destroy thB Fui-ibb' 
factory. You must stand alone against them since we've lost the bulk 
of our forces on Titan. You are our last hope. Good luck. 
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MISSION OBJECTIVES 


<? Taka out all the power towers and disable the mine field. 


it> Destroy the Furies' production factory. 


You will bB piloting a WolvBrinB rocket tank. You will have the 
Recycler Texas at your disposal. You'll also have a MUF, an SLF, a 
Construction Rig, and two Razor Interceptors. 


WINNINC 


Compared to some of the other 
slower-paced missions, this one 
gets fast and furious. When you 
first start your mission, head 
everybody over to the two closest 
geysers, setting up your Recycler 
and Factory accordingly. 


Naturally, you'll want to start with 
at least one Scavenger and have 
the Factory start building offensive 
units. While this is going on, head 
over to the pass where the bolt 
mines are located and take them 
out. 


□DQH 


□oca 




You need to concentrate on Betting up a 
solid defense against Furies attacking 
your base, so get your Constructor to set 
up the necessary S -Powers and Gun 
Towers to protect both the Recycler and 
Factory. 




Once you have defenses set up to 
protect your base, concentrate on 
quickly maxing out your offensive 
units, and bring them and the 
Armory with you through the pass 
where the mines were located. 



Soon Soviet forces will be helping you to 
attack the converted base, so have your 
forces ready to join them. Ideally, you'll 
want to set yourself up with Walkers, 
APCs, and Howitzers to most effectively 
take out the Gun Towers at the entrance. 








MISSION WRAP-UP 

You did an excellent job of destroying the Furies production facility. 
There is no honor that we could bestow on you that would fairly 
reward your heroism. 

Nonetheless, a few of the Furies have escaped from Titan and have 
set up a huge factory on a small moon orbiting Uranus called 
Achilles. We have no choice but to track them down and destroy 
them. 
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MISSION BRIEFING 

NSDF UPDATE 

You establish a base for your platoon and destroy the Furies factory. 
You must stand alone against them since we've lost ths bulk of our 
forces on Titan. You are our last hope. Good luck. 


MISSION OBJECTIVES 


<•> Take out all the power towers and disable the mine field. 
<£> Destroy the Furies production factory. 


ENGINEERING REPORT 


You will be piloting a Wolverine rocket tank. You will have the 
Recycler Texas at your disposal. You'll also have a MUF, an SLF, a 
Construction Rig, and two Razor Interceptors. 


WINNING THE MISSION 

This is one of the longer missions in the game, despite the straight- 
forward overall objectives. You simply have to build up a sizable 
offense, take out all the towers (which will destroy the minefield), and 
then decimate the Furies' factory. 

First, set up your Recycler and Factory at the location where you 
start the mission. Obviously, you'll want to build a Scavenger immedi 
ately to start collecting 
scrap. Use the turrets 
you're given to protect the 
Recycler. Go toward the 
entrance of the crater like 
base you have, and get the 
Construction Rig to build 
two S -powers and Gun 
Towers right where the 
entrance begins to slope. 
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UUuifl Tru fo IPcSVP pl6»nrij or SPdCP 
between this* Tow#»r& ao tl-icat you don't 
block t|-|6* pnrrance. 



While all this is going on (it isn't thB 
fastest process in the universe), crank out 
(surly mobile offensive units, such as 
Bombers and Tanks. Once you've got at 
least eight of them (including the Scouts), 
head out far the closest tower. You should 
also have the Armory fallow behind, as 
you'll want to set it up when you find a 
geyser. 


Each tower has at least one Fury 
protecting it (if they don't move 
from guarding the tower to come 
over and attack you). Simply send 
your troops to attack the Fury. 
Once that's done, SBnd them to 
attack the defenseless towsr. 


iQomomBS 


r *»n orr^dtcinQ 

jfhlnQ wirn so m<3ny orrpn&lvp units, truj 
to avoid c 3 B»tt-lnc 3 caught In this* cros»s>rir«». 
Ttn»»rs>'& nothing mor» i_i(b«.*»f-t-lnc3 ttn**n dijlno 
from frl«»ncJI«j firm. 


After the first tower is destroyed, 
you'll notice that there'll be a 
geyser where once there was a 
Fury tower Now your Armory will 
come in handy, so simply get it set 
up an the geyser to dispense 
valuable supplies when the con- 
frontations get brutal. 


Continue on your merry way, taking 
out towers and Furies as they come 

up. Eventually, you'll reach an area with two towers, which means 
that there are two geysers here. After you'vB taken them out, relocate 
your Armory and Factory here. This is relatively closer to the Fury 
factory, so reinforcements and supplies will come that much mare 
quickly. This is also a fantastic site for scrap, so bring your 
Scavengers and Constructor over here and build a scrap silo. 


mission is 





DDQB £=.1105. csrp cquire* impor- 
r<snr, s»o don't ne»s»ircare» to 
tDullcJ 5 . o me* where you rind 
lor of Stcrdp. 

Ideally, you should set up a Gun Tower 
here as well -a lot of Furies will try to 
attack this second base. Now is a good 
time to start rebuilding your lost often 
sive units with the cash crop of scrap 
here. 


Eventually, you'll have taken out all the towers and you'll be ready 
to attack the Factory. Bring all your forces over in that direction, 
making sure to take a route that can be traversed easily by your 
units. Send them to attack all the Furies they encounter along the 
way. 


Destroying the Fury Factory is 
actually quite simple once you've 
taken out the Furies protecting it. 
Just don't attack the four main 
factory buildings, as they're 
made out of the new bio metal 
that can't be harmed. You have to 
send everyone to attack the three 
power converters behind them. 
Once they're destroyed, the 
factory will blow up. 



MISSION WRAP-IJP 

After you destroyed the power relay units, the factory overloaded 
and waB destroyed. The remaining Furies are all retreating and 
moving to the north. Sky Eye is trying to recon their destination. 
Shortly after the destruction of the factory, massive tremors began 
to rock the surface of AchillBs. NSDF scientists are trying to deter 
mine a reason for this sudden seismic activity, but they believe that 
the Factory you destroyed was tapping directly into the core of the 
moon for power. Its destruction has caused a backlash in the core 
that could cause the moon to explode 


The tremors have progressed to the point where General Collins has 
ordered a full evacuation of Achilles. Your platoon, however, has j 
received orders to remain on the surface to deal with the rem 
Furies that are attempting to run for another planet. 


as just 
Mining 
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MISSION BRIEFING 

NSDF UPDATE 

You will take a small number of forces to destroy the Furies trans- 
port and return to the dust -off site before the moon explodes. 

MISSION OBJECTIVES 

Destroy the Fury transport. 

ENGINEERING REPORT 

You will bB piloting a Grizzly assault tank. You will have the recycler 
Texas at your disposal. You'll also have a MUF and two other Grizzly 
assault tanks. 


WINNING THE MISSION 

You've worked for countless days to get to this point. While you 
might be expecting some involved and complex mission similar to 
the ones you've played earlier, the objectives here are fairly simple, 
given that you act quickly. 

Start by having your Recycler produce two Scavengers to start 
gathering scrap. Then build at least three 'Hirrets and as many 
offensive units as you can. 


Place the three Turrets around your 
Recycler to protect it from later attack, 
and concentrate on building Bombers 
and especially Tanks. You should also 
strongly consider building an Armory to 
send supplies to you when you're attack 
ing the Fury transport. 







LkJLZJULTID You'll nped to build can S>L_I^ s,o 
l-Hcaf ir ijou run out or .ammo estt«3c:leinQ rn*» 
fr«3n&c>orl- (if f=ske*s ca lot), ljolj’II ricave* ca wcacj 
or QPttinQ supplip& dc>llvc>re>d. 



□nee you've maxed out on offensive units, 
decide whether to take the northern or 
western routes. The northern route is dif 
ficult for you and your troops to negotiate 
and can be quite frustrating. However, it's 
a quicker path than the western way. If 
you take the northern route, be prepared 
to tackle at least three Furies along the 
way. 


If you choose the western route, 
be sure to take two additional 
TVirrets with you. The western 
route will turn north to head 
toward the transport. Once it does, 
you'll see a fork that heads west/ 
this is where you'll want to place 
thB two additional Turrets you 
brought with you to cut off Furies 
coming up that pass. If you don't, 
they'll catch you from behind on 
your way to the transport. 




□nee you're at the transport, move quickly 
to destroy each of the thrusters (just like 
command instructed you). Don't even 
bother trying to destroy the main body of 
the transport. It is madB of the new bio- 
metal that can't be blown up. Merely 
select all your troops and start blasting 
away at a particular turret 
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uuuan wnile» call mi» ls> going on. cjolj 
s.t-ioi_ilcl hovp the Armoru spnd its. cammo 
ond r«?p<alr packb, Ji_is»r in case everyone 
runs. oi_il- of cammo. 




You 11 need to taka out all four thrusters 
before you get your next orders. Just be 
sure to take them out quickly — if you 
dawdle too long, you'll gBt word that the 
Furies overtook your base and destroyed 
the Recycler, thereby ending thB mission. 


Once the thrusters are all taken out, 
you'll have exactly three minutes to get 
back to base, or you'll be left behind. 
While you can tell your troops to report 
back to base, don't wait for theml It's Bvery man for himself, so get 
back to base ASAP. Once you have, you've completed all the Stars 
And Stripes missions. 
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MISSION BRIEFING 

CCA UPDATE 

This campaign is suitable only for the experienced commander. The 
CCA has evolved their technology to an extremely high level, which 
will require extensive command experience in order to control and 
appreciate. 


MISSION OBJECTIVES 

& Set an ambush for and destroy the American recycler. 
Destroy the American attack outpost. 


| ENGINEERING REPORT 

General Kamov has pushed professor Chestikov to speed the produc- 
tion of our new Golum mobile assault turret. We've dispatched 
Galums to monitor Bach of the three Canyon passes. As soon as the 
Americans commit their factories to one of the passes, re-deploy all 
of your assault turrets to destroy the moving forces. You must use 
the Golums to seal both ends of the canyons in order to keep the 
Americans from reestablishing their building facilities. 


WINNING THE MISSION 



The object of this mission is to destroy 
the American's heavily fortified Factory 
before they can destroy yours, which is a 
bit more difficult than it may sound. 

First, build a Scavenger right away so 
that you can start collecting scrap. 



I 
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You'll now want to head up the river bed, bringing nearly all of your 
units (except your Walker) to the main clearing where all the passes 
converge. Sst your Recycler to build- 
ing a couple more Scavengers and a 
Factory, which you'll want to set up 
on the other geyser 

Prepare to ambush the American's 
Recycler by having your Factory pro- 
duce as many offensive units as you 
can. Be prepared to move at a 
moment’s notice. 

□DQH Anofhpr •.olid ld*»«d» lb to fc>i_illd o 
Constructor so ttncst uou c«sn dcav'P" a 
scrap s.llo <at your dasp. 


Eventually, you'll get word that the 
Americans are on the move, quickly fol 
lowed by information tolling you what pass 
they're using. As soon as you hear this, 
move your Walker to the walker cut off Nav 
beacon. Now get your Turrets set up just 
inside the exit of the pass that the 
Americans are heading down, and line up 
your offensive units behind them. 


Soon, the Americans will come within firing range. Focus as much of 
your offense on taking out their Recycler, as it will no doubt beat a 
hasty retreat. You'll want to hold back a bit to let the Recycler's 
escorts engage the Turrets. If you’re a skilled pilot, you should send 
all of your offensive forces to attack the Recycler while you handle 
what's left of the escorts. 

mHoraa k«»y 
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Once the Recycler is destroyed, fortify 
the clearing with Walkers and Turrets. 
Place the Walkers facing the northwest . 
so they can pick off the reinforcements \ 
that will come later in the mission. 


□0:01 
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Place Turrets at the middle and lower exits to pick off any units 
attacking your base from the American outpost. Then build 
offensive units and head into the 
base, picking off enemies as you 
encounter them. 

Naturally, you'll want your offenses 
to tackle thB power supplies first in 
order to cripple the gun towers. 

Then destroy the MUF and the silo 
to completely wipe out the Black 
Dogs. 

□DOB ConUdfr tirlnQinqj in ca Howl^rr 
to s.l~i*»ll trie* power plant from <9 safe 
distance before moving orre*ns»rve» unit 
In range or the Ti_jrre»tTb. 



MISSION WRAP-UP 


Good job on the eastern front, comrade. WhilB you succeeded in 
controlling your area of the assault, other less capable comrades did 
not fare as well. We've done away with these feeble individuals and 
are now counting on you to help us retain the technical superiority 
that wa ve achieved. 

Venus has served well as a key strategic research center for us 
since our forces on Mars located, claimed, and barely escaped with 
a Cthonian flight log database. Our great find has allowed our scien- 
tists to develop the advanced weapons and vehicles that you've seen. 
But the planet is no longer safe for such delicate research. 

The General has ordered us to evacuate all key personnel from 
Venus to our stronghold on Titan. You will play a key role in accom- 
plishing our goal, comradB. 



mission i 








MISSION BRIEFING 


CCA UPDATE 


The People's Gth will escort the alien flight log database to our 
southern launch facilities, drawing the American forces in that 
direction. Kamov feels the Americans will try for the flight log. But 
that is not the real prize. We have already obtained all the answers 
we need from it. The real prize is Professor Chestikov and his sci- 
ence team. We have a separate convoy carrying Professor Chestikov 
and his scientists headed toward another launch pad to the north- 
east. Chestikov must continue his work on Titan and prepare for the 
arrival of the Fury relic. 


MISSION OBJECTIVES 

& Escort Professor Chestikov to the launch pad. 

ENGINEERING REPORT 

You will be piloting a Czar battle tank. There are seven wingmen 
assigned to aid you in your escort mission. They include five Czar 
battle tanks and two Flanker scouts. The scientists are aboard three 
Armored Personnel Transports (APCb). 

WINNING THE MISSION 


This is an escort mission of extreme 
importance. Failure will not be tolerated. 
It is of vital importance that you makB 
sure that the three APCs make it to the 
launch pad with little incident. 









i 


mission s 






When you begin the mission, immediately 
map your offense into two groups using 
thB "FI" and F2" keys (hold down CTRL 
while highlighting the multiple units you 
want, then hit "FI "with CTRL still held]. 
The Americans will be attacking quickly, 
so order your groups to attack the two 
incoming units as soon as they appear 
on the radar. 


You'll receive new instructions 
after the Americans have shown 
their true colors and refused our 
surrender. You'll need to have your 
groups attack the other two incom- 
ing units as soon as they come 
into radar. 


At this point, you will have three 
choices as to the route to take: 

You can A) take the route laid out by the nav beacons, B) go directly 
south and try to cut behind the mountains which follow the southern 
route of the pass, or C) go north and try to sneak around the mountains 
that border the northern edge of the nav route. 








Because of the number of overwhelming units there, as wbII as 
terrain that is barely passable, it is strongly recommended that you 
not attempt to go with option C. 

If you choose plan B, skip to the next italicized passage. If you choose 
to go with plan A, continue reading: 

Organize your units into either three or four small groups (depending 
on how many you have left), then proceed to advance to each succes 
sive checkpoint. 

QDBM WI-iIIb* gou can 
indppd order ttie- 
Transports to qjo 
dlrectlg to trie- leauncti 
pad. it is. i-iiqI-iIij unHkelg 
tl-i*at tl-ie-ij would make 
it trie-re- wlttiout dose 
supervision. Whatever 
gou do. Ji_is.t tea lee- It 
slow and don’t lose 
treacle or gour v 

Transports. \ 
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Ideally, you and yaur troops 
should scout ahead, checking out 
the terrain and looking for the 
cowardly Black Dogs lying in 
wait to destroy our mission. 

OncB you get to the second nav 
beacon, four Black Dogs will 
came from the mountains to the 
south. Quickly order each ol your 
small groups to pick one up 
Then join the fight yourself. If your Transports are headed directly 
to the launch pad, you should stop them. 

After you've taken care of the American 
forces, begin to move along the route 
again. You'll get word that there's 
artillery in the area, sd you'll need to 
order your small groups to go attack 
them. There are objectives set on the 
artillery, so you need only select the 
group you want to send, point the 
reticule on the objective until it turns 
red, and hit the space bar. 

Immediately order your Transports to follow you, as you need to 
keep them on the move or they will be shelled to death. Simply blast 
a path for them through the center of the minB field the Black Dogs 
have laid in your path. 

Once all of the Transports have 
cleared the mine field, order 
them to head straight to the 
launch pad and recall all of your 
offensive units to join you- Follow 
the Transports and pick up the 
attacking units that come in 
south WBst of the launch pad. 

Once the Transports reach the 
launch pad, the Black Dogs will 
retreat. 

II you decide to go with Plan B, here is what you need to do: 

Stay far to the south of the mountain so as not to alert the 
main platoon waiting there. You will run into a security net 
they have laid there which runs north to south. If you try to get 
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through without taking it out, the 
platoon will swarm down on you. 



Order thB convoy to stop some dis- 
tance back, but not too far back 
(200-150 meters is a good dis- 
tance). Now, slowly move up until 
you can just barely see the cam- 
era, then shoot it out. Quickly movB 
to the one that was next to it and 
shoot it as well. Then move your 
convoy through as fast aB you can. 



DDQ8 Bp d<3rs»ri_il that gaur units go 
through this* <ama gou tiers/e* ds*arpc 3. or esll 
igaur e»rrorti. will Css* for noftnlnQ. 

Soon after you take out the net, the Black 
Dogs will send Scouts to investigate— an 
event you do not want to be around to 
witness Once you're through, move 
quickly to the launch pad. However, it will 
not be long before the Americans are 
once again on your tail. Use the small 
group technique described earlier (for 
plan A) to pick off any attackers before 
they get close to the Transports. Once at 
the launch pad, the mission is a success. 


MISSION WRAP-UP 
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Congratulations on a job well done, comrade. The war is moving on, 
and your new orders are most important to thB overall success of the 
CCA's mission. 

NSDF and CCA forces have simultaneously discovered the valuable Fury 
relic on lo, and were now in a race to capture this strategic asset. The 
relics are located in the middle of a lava plain to the south, and the 
NSDF forces have broken into two groups in order to take the area. 

The main force is currently moving in to capture the relic, while a 
secondary force, called the Black Dags," has taken to harassing our 
positions in a seemingly random fashion. The Black Dogs have 
become a serious problem. They do not seem to move in conjunction 
with the rest of the Americans, and their tactics are brutal and merci 
less. Their attacks have stopped our armies from firmly establishing \. 
bases of operations. The Black Dogs currently have the Bth Tank \ 
Battalion lacked down and unable to advance to their next potion. 

v ?< 

You have immediate orders to free the Gth Battalion. .^N. V 

□□:1Q3 






MISSION BRIEFING 

CCA UPDATE 

Take a squadron on a mission to fres up thB 6th Battalion. Karnov 
believes that the Black Dogs will retreat to their outpost ii it is threat- 
ened. You must eliminate the Black Dog Recycler and then escape 
before they cut off your retreat 


MISSION OBJECTIVES 

v> Destroy the Black Dog Recycler. 

Avoid detection while en route the outpost. 

Return to our base 

ENGINEERING REPORT 

You will be piloting a Grendel bomber. You will havB four additional 
Grendel bombers at your command. 


WINNING THE MISSION 

Compared to the last mission, this one should be piece of cake, com- 
rade. You merely need to quickly get to and infiltrate the Black Dogs' 
base, destroy their Recycler, and get back to the home base. The trick 
is in avoiding a battalion of mobile American forces that greatly out- 
number your small contingent. 

As you head out, you'll come across three 
different routes: a lower, a middle, and 
an upper route. Unless you're feeling par- 
ticularly suicidal, avoid taking the lower 
route— while you won't encounter much 
resistance, there are mines and it takes 
too long. 

Taking the upper or middle route, you'll 
eventually come across a patrol heading 
your way. As soon as they show up on 
the radar, you should hide everyone in the one of the volcanic forma 
tions (the little inlets) off the beaten path to avoid detection. Once the 
units have passed, continue on toward the outpost. \ 

% . 
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MISSION WRAP-UP 

Good work rescuing the 6 th Battalion. Your heroics have saved a lot 
of men. 

Our armies have succeeded in capturing one of the Fury relics, and 
we are planning to move it to our stronghold on Titan. Once there, 
our engineers will learn to mass produce this amazing weapon, and 
we will move forward to destroy the Black Dogs and the rest of the 
NSDF. 

You will lead the team assigned to escorting the relic. 


meson a 


As you're taking out the turrets, 
order your Bombers to take out 
the solar arrays at the same 
time. Once the gun towers are 
crippled, take out the Recyclor 


Now you need to head back home, but 
you need to do so very quickly. 
Otherwise, you'll encounter the American 
patrol on its way back. 


□DOB YPb. If |S> P0S>£»ltDlE> to riQhf thp 
Americans, tout gou will take on fasr too 
many c=ds»i_ic9ine>s> to m<ske If worthwhile- 
even ir gou do s.prv/lv'e". 


No matter what route you take, there 
j will be turrets guarding the entrance. 
You'll need to take them out. 





MISSION BRIEFING 

CCA UPDATE 

You must clear a path for us to move the Fury relic to our launch 
pad. In order to reach this destination, our path must cross a bridge 
that is currently controlled by the NSDF. You will be responsible for 
ensuring that both sides of the bridge are cleared. 

Good luck, comrade. 

OBJECTIVES 

4 > Clear a path to the launch site 

WINNING TRIE MISSION 

Again, this mission is fairly straightfor 
ward, comrade, but you only have a cer- 
tain amount of time to carry out the main 
objective -seven minutes to be precise. 

Immediately set up your Recycler and 
build two Scavengers to begin gathering 
scrap. Have your Recycler build wing- 
men as you continue to gather scrap, 
defending against thB occasional enemy 
who tries to infiltrate your base. 

ODQ§ ir gou'rp cjujlcrk 

wtm cjour finqprs, gau 
s*|— iouIcJ build «3 
F-cscrrorij s.o that you 
can more* 

durable riQf-ire*r& on 
rn** wc5uj to me* bridge. 

Once the Scavengers have com 
pleted the task of collecting all 
the scrap in the area, recycle it 
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and try to get another Fighter out 
of it before ordering it to pack up. 
Now quickly lead all your unite to 
the bridge, wiping out thB Scouts 
you'll encounter along the way. 




Once you get to the bridge, take out the 
Howitzers around it. You'll have to jump 
to get to one of them, or you can use 
your own artillery to reach it. If you 
jump to the artillery piece, you may want 
to eject your way back to make things 


Once you've taken care of all the American units in thB area, set up 
your forces to defend the bridge, being careful not to continue on to 
the NSDF base, which is wbII guarded by Gun Towers. Once the 
Transports have crossed the bridge, the mission is considered a 


mmasH □ »r«»ncJlnc3 m«* 

brldgv is. onp or u<=>i_ir 
mos»f cJirricrult r<as»ks». as 
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cji_ilts» <3 w<9lj off. and 
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small order. 



MISSION WRAP-UP 


Excellent job, comrade. We have managed to get our Fury off of Io. 
Our engineering teams on Titan have begun to work with the relic. 
They are amazed at the power of the weapon system and believe 
that we will bB able to crush thB NSDF once we master this new 
technology S 


You have immediate orders to proceed to Titan, where you will protect 
our engineering teams while we develop our fleet of Furies. \. 
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CCA UPDATE 

Welcome to Titan, comrade- We havB a situation that requires your 
immediate attention 

The Liberty has moved into orbit around Titan and dropped the Black 
Dogs on the moon's surface. While our base is well fortified and the 
Black Dogs do not present a significant threat, command would like 
you to neutralize them. They have been shadowing our engineering 
teams, and we fear that they're trying to eliminate our research and 
development capabilities 

Members of the Black Dog squadron have established themselves in 
the high ground above our base. They're armed with sniper rifles and 
have already killed some of our engineers. Our engineers are now 
frightened and performing below expectations. They have recently 
moved artillery into the area, and we've since been subject to constant 
shelling. 

MISSION OBJECTIVES 

& Eliminate the Black Dog outpost. 



WINNING THE MISSION 




While the overall mission objective is to 
eliminate the Americans' outpost, you're 
going to have more immediate concerns 
at mission outset. You need to quickly get 
to the tap of the ridge and take out the 
Howitzers, Turret, and Walker that are 
shelling our base. Ideally, you should go 
past the Walker and then make short 
work of the Howitzers. 
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□ncB you've handled that immediate 
threat, you need to concentrate on build- 
ing up your base's defenses by building 
more Gun Towers, laying mines, and 
amassing a sizable offensive. You need 
to be prepared for a series of wave 
attacks by the American foe. 

Eventually, you'll get word that an NSDF 
Recycler has been identified. TakB all the 
offensive units that you've mustered and 
head over to destroy the Recycler. 


MISSION WRAP-UP 

Good job clearing out the Black Dog outpost, comradB. You'vb com 
fortBd everyone in our base, and the people are performing as 
expected. 


Stand by for further orders. 
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NSDF HQ 


Gun Towers 


Gun Towers 
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CCA UPDATE 


In order to eliminate the Black Dogs once and for all, we are 
preparing for a full assault on their main Titan base. The Black 
Dogs have heavily fortified the canyon rims. They've also mined the 
canyon floors. We are counting on you to clear a path to their base 
through the canyons. Once wb have an open and safe route, we will 
march into their base with the full might of our mobile assault tur- 
rets and destroy them for good. 


MISSION OBJECTIVES 


Clear a path to the Black Dog Base. 


4i> Destroy the base. 


WINNING THE MISSION 


Dealing with the Walkers can be a mind-numbingly slow process, 
but they prove extremely handy in this mission. You need to pene- 
trate the Gun Towers and mines that stand between you and the 
American HQ, and then destroy it. 


As soon as you begin the mission, deploy 
your RBcycler at the nearest geyser and 
have it build three Turrets. Place them 
strategically around the Recycler to 
serve as a defense. 


Now head toward the Nav point with the 
Walkers behind you, and jump ahead to 
take out the mines as wbII as the 
Turrets. While you might think it's not a 
good idea to send for the Walkers until 
you've cleared the path, it takes them so long to get anywhere, you 
might as well have them follow you right away so that when the 
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path is clear, they'll be ready to 
start taking out the L-Power 
source You should avoid trying to 
take out the Gun Towers yourself— 
that's a task better left to the 
Walkers. 

QDBB in c>orUCT 

missions., the* wag 

to t-«ake» oi_if this* land 
mines is. fc>gj repe*at«»d 
thumping. 

Fall back and let the Walkers take out the power source. Once that's 
done, go ahead and lead them to the Nav point. You can also have 
your Recycler build a Scavenger to clean up the new scrap that 
you've been making. 

Now you begin your long trek through 
the canyon until you come upon the next 
outpost with two Gun Towers and a 
power source. 

Do as you did with the last one, and send 
the Walkers in to crush them fairly easi- 
ly. Now time is of the essence. Quickly 
get to the HQ before the Black Dog forces 
are able to destroy your Recycler. 

There's a slope to the side of the base 
that your Walkers can successfully negotiate. Depending on how dam 
aged you arB and how much ammo you have, taking out the base 
(after you've taken care of the turrets) is a relatively easy task. 




MISSION WRAP-UP 


Good job, comrade, but we have some bad news. Former General 
Smimovitch was tricked by the evil Black Dog battalion. While your 
team was heroically destroying the capitalist pig base, the Black Dogs 
were maneuvering around our flank to attack our research facilities. 
They now control our entire Titan operation and have begun torturing 
our engineers in order to get them to talk. 

We must act swiftly. You are to report for immediate action. You must 
reclaim our lost base and save our engineers. 


N 


V 
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MISSION BRIEFING 


CCA UPDATE 


Your are our only hope far reclaiming our Titan base. The Black 
Dogs are holding our engineers in our own jail. You must break into 
the jail facilities and rescue our Comrades. 


MISSION OBJECTIVES 


Take thB APC to our base. 


<•> Destroy the jail 


<j> Rescue our comrades. 


WINNING THE MISSION 


Things start off promisingly enough: a simple rescue operation 
which will send you by yourself into enemy territory, but you'll be 
aided by reinforcements. Unfortunately, those reinforcements never 
come and you're left to your own devices to find a way to succeed. 


The first thing you need to do is merely 
escort the APC to the jail, making sure not 
to attack anything on your way. Otherwise, 
they'll know you're coming and be very 
prepared for your arrival. 


Once you're in enemy territory, 
be sure to park the APC as close 
to the jail as possible, preferably 
right at the front door. While try- 
ing to avoid enemy fire, blow up 
the jail. If you listened and 
parked the APC nearby, the pris- 
oners should embark almost 
immediately, giving you an even 
better chance at beating a hasty 
retreat. 


REID BRIGADE MISSIONS 





□Diai In t3e*frinc3 dwdij, mprp- 

luj l“ie*e3C( besck rhp Sdmp Wc3lJ 
gou CdmPi ro the north dnd 
then r-»e»<30 aouthecsst. 


You'll now be given the task of finding 
the three main lost items: a Unit Factory, 
a Scrap Silo, and a hidden Supply 
Hangar. To quickly locate these goodies, 
follow the old CCA roads which are laid 
out on the Titan riverbeds. 


It's very important that you keep the APC with you in your search, 
as the engineers will prove useful in actually piloting the things 
you're going to need, such as the Factory. 



After you've found the hidden Supply Hangar, you'll now have two 
Scavengers at your disposal. Take them with you to the Silo and 
start collecting scrap. 


□Dial Don't worry dbout los»mca unit*., just 
kppp ttiest APC csllw. 


Your goal is to try to figure out a 
way to get back that captured 
Recycler. The best way to do it is 
to show a bit of initiative by posi- 
tioning the APC with the engi- 
neers near your Recycler. The 
best way to do that is to come at 
the base from the southwest, as 
there's a passageway to the west 
of the NSDF bass. 


MISSION WRAP-UP 

Congratulations on reclaiming our base, comrade. The Black Dogs 
are on the run, and our forces are hunting them down. We detect 
that the American destroyers Freedom and Justice are moving into 
orbit. Prepare for additional attack waves. 
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MISSION BRIEFING 

CCA UPDATE 

Wb have an additional problem with the SAVs that we activated in 
your last mission. 

Thanks to your courageous rescue of our key engineers, we have 
once again reestablished a foothold on Titan. The time has come to 
punish the arrogant Black Dogs for the pain they've caused our 
fallen comrades. 


MISSION OBJECTIVES 

Destroy the Black Dog Recycler and Unit Factory. 


& Eliminate all American resistance. 


ENGINEERING REPORT 

Chestikov and his science team have deciphered and mastered the 
Fury technology. Thanks to his efforts, you now have the highest 
level of weaponry, the Fury unit, at your disposal. Your unit factory 
is now equipped to produce these devices. Let us send a message to 
all of the Americans by wiping out every last member of the Black 
Dogs. 


WINNING THE MISSION 

It is time to harness the power of the Furies and wipe those Black 
Dogs from the surface of Titan once and for all. 


. 
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After setting up your Factory and Recycler, build a 
Silo to the east, where there is a large scrap field to 
be had. 






Again, the key is not to concentrate too heavily on 
defensive units. ThB NSDF is Yhore concerned with 
controlling the scrap fields and won't attack your 
Factory too often. Worry about utility units that the 
NSDF has in the field 


Naturally, you'll want your Recycler to construct 
several Scavengers. Dispatch them to this rich area 
so that you can quickly build up a sizable offense. 
Your main goal for now is to stop the NSDF Unit 
Factory from taking the center, so stop whatever 
resistance you encounter. 


□DHH You're battling Tor control or the 
«»cre9p. &o concentrate your ^rrorts. on 
taking out the NSDF- Scavengers 
whenever possible. 


Set up some defense to help 
control the scrap and protect 
your units that are working 
diligently to collect it. Considering 
you no doubt already have a 
Constructor from building the 
Silo, you may aB well have it 
erect a couple of Gun Towers. 










dh. 


In rhe^p wear gamps dpslqnpd to hone* Ljaur skills, 
wp'vp pittpd ljou caq<ainst some or flip best streatp- 
qlsts and doqriqbtprs tbcat tbp NSDF- bcas to offe>r. 
As you know, Bcatflp^anp rpquirps «a crool hPcad to 
kppp you Tram losinq your own Outt in tbp bPcat at 


bcattlp On top or tbcat. you calweays nppd to bp 
tblnklnq or thp rpst or your troops no meattpr bow 
many pnpmips carp bcarrplinq down on you. 

w 'jf a < 

F-ollowinq carp call tbp tpcbnlqups, tdjfctlcs, knowl- 

pdqp, and dirty tricks tbcat our brlqnrest qpnpreals 

"4 » - a v , 

bcavp Ipcarnpd tbrouqbout tbp coursp or tbls wear. 
Study tbpm, know tbpm, and makp tbpm speond 


bdttjrp. By doinq so, not only wiJJ you no doubt 

? ' 


p your own bidp, but tbosp of tbp many mpn 
you command. 


• > 


MULTIPLAYER I3ATTI.EZ0NI! 

S 


HlAlPlTlIilRlf) 



s :i 

V 







BASICS 
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The surest way to be good at multiplayer is to play the single player game. Single 
player play will introduce you to the units in thB game, help you to master the con 
trol interface, and hone your combat skills. 


But the most important rule to remember is simply keep yourself alive. While this 
is obvious, many have fallen trying to get too involved in the action. You're too valu 
able as a commander to be entering every huge melee during your campaign. No 
matter how strong your forces, you will lose the game if you get killed more times 
than the player Lives Limit. 



Use the Caps Lock map to pick the strategic areas 
of the map that you want to control. Look for choke 
points, scrap supplies, and geysers. 

Group your units with the Control key and map 
them to the function keys. This will allow you to 
stand back from the melees and command groups 
of units through the attack menus. 

Learn to use your units effectively. Each unit in 
Battlezone is best suited to a particular style of 
attack or defense. 


Learn the functions that the various units are good at performing and try to use 
them in that way. For example, APCs, with their heavy armor, are excellent at taking 
out base defenses and hitting soft spots like base power supplies. 


Numbers count. Battles are usually won by the larger force. TYy to keep your farces 
together, or bring them together at a particular point on the battlefield for a deci- 
sive action. 


Only attack when you think you can win. Lost units near an enemy base will only 
give your opponent more scrap. 

RESOURCE MANAGEMENT 

Now let s go over the basics of resource management and the building tree. The 
Recycler is the "keystone" of the production facilities However, unlike in single 
player mode, you don't need it to win the game. If you lose it, but you still have 
Scavengers and a Construction Rig, you still have an excellent chance to win the 
game. That is why I feel that Scavengers and a Construction Rig are your first pri 
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ority in any multiplayBr game. The first thing you should build is a Construction 
Rig, followed by three Scavengers. There are four invaluable things that the 
Construction Rig provides: 

Gun Towers 

<2> Power Supplies (used to power the Gun Towers) 

Barracks 
Scrap Silo 


This is not to say that you'll need all four of these in every match you play. Some 
maps call for a silo, some don't. But you'll need at least one of these four buildings 
during a match. The Construction Rig is vital to your success. If your Recycler gets 
destroyed, your Rig can build things that'll replace some of the lost functionality of 
your Recycler. For instance, a silo allows your Scavengers to collect scrap, a 
hangar repairs units, and so on. Therefore, you should destroy your enemy's 
Construction Rig whenever you can. 

You may find it better to make a strong defense around your base so you can go 
out and fight without worrying about the base. Don't be afraid to sink some money 
into Turrets and Gun Towers Barly. 

The next thing to build is a Factory. The units you'll find most effective in a fire 
fight are Tanks and Rocket Tanks. After the Factory, build an Armory. Once you 
have the Armory, double up on whatever weapon you have that has an Bxtra hard- 
point. For example, if you are in a Grizzly, build an extra AT Stabber. If you are in a 
Racket Tank, build an extra Image ShadowBr Missile. 



OFFENSIVE TACTICS 

Let's discuss units. As was mentioned earlier, the most effective offensive units are 
the American Tank or American Rocket Tank. Be sure to build lots of them. 



The key to this game is grouping your units. 
Practice this technique in the single player ver- 
sion of the game. It will be the major factor in 
determining who will win a given skirmish. You 


need to be able to do two things well in order to 
take advantage of this feature: Firstly, you need 
to be able to quickly map units to one of the 
function keys. Practice hitting 1 on the keyboard 
( to bring up the Offensive menu), then hold dov^n 
the Control key and press 1, 2, and then FI. . \ 
When you release the Control key, you have 




' 


mapped offensive units #1 and #2 to the FI key. You can then command them as 
a group. When you want to issue a new command to this group, just hit FI and 
then command them. Using this function gives you speed and control. 

Ideally, you should group your units into small groups of two or three, being sure 
never to leave a unit by itself. This way you can order all units to attack multiple 
targets very quickly. When you do this to an AI unit, it gets very flustered because 
it wants to evade when it is getting hit. When two units attack it, chances are, it'll 
be taking a lot of hits and will stop firing to evade. If it is the player getting hit, 
chances are, he will also start to evade because he realizes it's two on one. Once a 
group states that it has destroyed a target, Don't reassign it right away. It will pick 
up a new target on its own. Once all the groups have reported success, take a 
moment to regroup, then reassign them all to new targets. 

Here's where grouping becomes key: When you've mapped units into a function key 
and you call them up by hitting that key, you will see an important menu. ThB two 
most important items on the menu are 1 (follow iub) and 3 (attack). Fallow me keeps 
your units close to you, but they will attack a target that is nearby. This feature is 
helpful in keeping your units from running off and following an enemy into a 
bunch of Gun Towers. It's also a way to order a quick retreat that you will lead. 

The Attack key, when pressed, brings up a list of all targets in your radar view. You 
can then see what's around, prioritize your targets, and then send the unit off. Do 
the same for as many groups as you have. Be prepared to remap your units as you 
lose them in battle so you have them working as efficiently as possible. You 
cannot be expected to succeed against a skilled opponent if you just tell your guys 
to follow you and then rush into battle. Your units won't be able to get out of their 
own way against an organized attack. 

Another important thing to remember is to not rush in first. Order your men in and 
then fallow. This draws fire away from you and does not reveal which craft you are 
in. A motto you should keep in mind is "Act like the AI." When you practice in sin 
gle player, note how the AI behaves in battle. If you can remain anonymous and 
can spot the opposing player, you are at a huge advantage. Obviously, you'll be on 
the lookout for anyone who's strafing while firing at the same time. 

Prioritize Your Targets 

Knowing what to hit in what order is essential. Always take out the power source 
of a gun tower instead of the gun tower itself. Think about what would be the most 
crippling loss to a player when you call up your Attack menu, then take out that 
target first. 
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Always Kill Pilots 


Do this especially i f you suspect the pilot 
has ejected from an opposing player's craft. 

Watch pilots eject and follow them until 
they hit the ground. Run over them! Shoot 
them! Kill any pilot whenever you can! You 
never know when it's the player out of his 
vehicle Even if it isn't, that's one less craft 
they can build without getting more pilots. 

Never just stand still when you see one. If 
it'B a player, he may be trying tD snipe you. 

When trying to run over a pilot, juke left and right with your strafe buttons as you 
approach. It's very hard to move side to side when holding the sniper rifle. 



DIEFIENSIVIE TACTICS 


Turrets are the most basic defensive unit and often the most affective if you use 
them properly. The two things to remember when using Turrets are Held of fire" 
and "backup." Set up Turrets either with their back to a wall or very close to the 
thing they are defending so they can't be danced around. Set them up so that their 
fields of fire overlap. You don't want to give opposing players a blind spot to hide in 
whilB thBy take out your unit factory. Using Turrets to cut off a given route is usu- 
ally ineffective. If the enemy gets by them, they're useless. TVy to keep them close 
to the things you're trying to protect. Try not to have a Turret by itself by backing it 
up whenever possible. Tiirrets can be easy prey when they're alone. 



Gun Tbwers are vary effective but they rely on 
power, bo be very smart when you're placing thB 
power. Like the Turrets, you should try to havB 
the power supply up against a wall or around a 
corner. Then, literally put your TowBrs right up 
against it. They then act as barriers so that ene- 
mies can't get to the power without taking out the 
Towera themselves. Force the opposing player to 
deal with your Towers first. You should also try to 
protect your power supplies with a couple l\irrets 
if you feel they're still exposed. Consider building 
barracks around the power supply to really bury 
it behind more obstacles 


Lastly, have faith in your defenses. A well defended base Will afford you the luxury 
of being able to go off on the offensive. If your base is well put together, you'll have 
plenty of time to return with your offensive units to assist in its defense if it falls \ 


under attack. 


\ 
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Buildings you Need 

Barracks— These give you pilots. Build them early so you won't have to worry 
about it later. You'll eventually need them so get it over with and out of the way. 

Silo— If you find your Scavengers are taking too long, build a silo Don't worry 
about defending it. It s cheaper to rebuild it than to waste a turret or two on its 
defense. 

Gun Tower and power— We went through this in Defensive Tactics (above). 

Buildings you don't need 

These buildings are helpful but not essential in multiplayer. 

Comm Tower— This is for top down viewing. 

Hanger— This repairs units that drive up and stay near it. 

Supply— It's the same thing as the Hangar, except it replenishes ammo instead of 
performing repairs. 

Weapons 

The AT Stabber and the Image Shadower are the fastest, most effective weapons in 
the game. Double up on them, and you'll be nearly unstoppable. 

Nav Beacons 

Always Drop one Nav Beacon in your base (you'll need the armory to do this), 
preferably in the back corner, behind known defenses. That way, if you're off doing 
something and your Construction Rig is building something away from your base, 
you can tell it to go home quickly (by commanding it to go to the Nav). Or, if your 
scavengers are getting rocked, tell them to go to the Nav. Or, if your base is getting 
attacked and you want to SBnd a few units home to assist but you don't want to 
lead them, just sand them to the Nav Beacon. I'm sure you'll find other scenarios 
where a base Nav Beacon will come in handy. 


Ejecting 

When it happens, try to fly as far away from the battle as you can. Immediately 
order your closest healthy unit to come pick you up (you can Bven do this while in 
the air). If you can fly to high ground that you know a vehicle can t reach, go there 
and then sneak away later. What you learned earlier about hunting pilots may well 
be on your opponent's mind as well. 
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Scavengers 

Group your Scavengers to a single function key. If one of your Scavengers gets 
attacked, don't necessarily defend it. If one of your Scavengers gets killed behind 
your lines, it may not be that important if you can pick up the scrap. And keep 
in mind that other players will attack your Scavengers to distract you or to draw 
you out. 

If your Scavengers are driving toward a scrap field that your enemy controls, send 
them as a group back to the Nav Beacon by your base. 



A good way to keep your Scavengers active is to build a scrap silo off to the side 
of the map. Put a Nav Beacon by the silo, then send a Scavenger or two to each 
silo. This will often allow you to continue gathering scrap even when the enemy is 
camped in front of your base. 


Artillery 


Put an Artillery piece on high ground near your base. This will allow you to safely 
counterattack forces that try to blockade your base. 


When you need to take out Gun Towers, use Artillery to take out their power 
supply. Artillery can also be good against large groups of units. Finally, keep in 
mind that Artillery can be useful against Turrets and enemy artillery. 


Repair 


If you think a unit needs a couple units of ammo or repair and you don't have a 
supply building or hangar, recycle it. Recycling units is usually about as cost effec- 
tive as repairing. 


If the game looks like it may go awhile, build a supply depot and a hangar behind 
your lines. Drop a Nav Beacon as close to them as possible. When your units are 
damaged or need ammo, send them to the Beacon by the hangar or supply depot. 
This is a cheap way to regain strength. 


Mobile forces 


Always keep a mobile force of some Tanks and Rocket Tanks. In general, Rocket 
Tanks are better against vehicles, and Tanks are more well-rounded. Just make 
sure that you keep a vehicle of the same type with you sd that you aren't too 
obvious of a target. ^ 
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If you play NSDF, the NSDF Light Tank is very cost effective for your mobile forces. 
Keep bombers out of your mobile groups since they tend to clobber all your units 
with friendly fire. 

Buildings 

If you have time to build hangars, scrap silos and supply buildings, it's usually 
worth it. However, it usually isn't worth it to defend them. Also, if you get a chance 
to take out your enemy's buildings, use an APC instead of your mobile forces. 

Use Gun Towers to defend areas that you know you will want to control the whole 
game. Build them in groups with more then one power supply so that they'll be 
tough to kill. 

Walkers 

A point to keep in mind is that CCA Walkers work better then NSDF Walkers. 
Walkers are good at defense but, unlike Gun Towers, they quickly run out of ammo. 
Therefore, if you build walkers, definitely build a supply building so that you can 
send them back for more. 

Walker AI tends to be most effective in combat when they are walking to a point or 
standing still. Because they are so slow, you usually don't want to tell them to 
attack a particular unit. 

APCs 

APCs tend to be useful late in the game if 
the situation becomes more static. If you're 
attacking a base with Gun Towers, a good 
idea is to send thB APC in first as a sacrifi- 
cial lamb Enemy units will fire at the APC, 
leaving you and your mobile force free to 
attack the Gun Tower’s power source. 

If you can get two or three APCs into an 
enemy base, they will often deliver a coup 
do grEce. Once a lot of solders unload by a 
building, they will quickly destroy it and 
move on to all the other vulnerable, non- 
moving targets. 
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Recognizing the Player 

If a craft is strafing while firing or jumping on flat ground, it is being controlled by 
a human player. Watch to see if a unit iB constantly switching targets, or moving 
very fast with a lot of precision through obstacles. If you study how the AI behaves 
in single player, you'll be able to quickly spot a real person. 

When you see a pilot, if it's just standing still, it is most likely a player. Be very 
careful here, he could bB entrenched and trying to snipe you. If the pilot is running 
a lot faster than the other pilots do, it is a player. The players pilot Icon usually 
runs very fast compared to the AI pilots. This is because a player will use the turbo 
key while running. Consequently' you may want to use the slower speed while run 
ning so as not to give yourself away if your opponent is also looking for these 
signs. 

While all this information will no doubt bB useful, there'B no replacement for real 
world experience. Go out there and apply what you've lBarnBd here, and improve 
upon it. ThB fate of the frBe world lies in your itchy trigger finger. 
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Battlezone... 

Anyone who sought retreat from those hot 
summer days of youth in the air condi 
tioned, electronic sanctuary that was the 
local video arcade no doubt remembers 
what many call thB world's first 3D game. 

Quarter after 
precious 
quarter, you 





through the 

periscope, hunting down vector graphic enemies 
before they had a chance to hunt you, tiring away 
and watching them explode into green polygons. 


No longer is Battlezone a simple, slow-paced game 
of kill or be killed. Now, in this world of SVGA 
graphics and CD quality soundtracks, it's as graphi 
You VB com. . long w.y, baby! cally glorious as it is 

intense. Far from 
being a mere 

"upgrade" to the quarter eating classic, it is the 
beginning of an entire new genre in the computer 
gaming world the action/ strategy game. 


Ik 


A game as complex and enthralling as Battlezone 
doesn't exactly happen by accident. In fact, it has 
taken almost two full years of intense development 
to create the game you have no doubt spent many a 
sleepless night trying to beat. While the seed of 

genius was originally planted in October of 19B0 

... ., , . i D „j u A. An NSDF Turrol Sketch 

with the release of the anginal Battlezone by Atan, 

its current incarnation took a devoted team of vision- 
aries, gifted programmers, and a company that was willing to break new ground 
while others were content to simply retread the same old territory. 


A Company, A Man, A Vision 


About two years ago, Activision was still riding the crest of the Mech Warrior II 
wave, which literally redefined the action genre. Around the same time, a new rev 
olution was underway, and it went by the name of Command & Conquer. "C&C 
swept through our company like a firestorm," noted Andrew Goldman, director of 
the just released Spycraft, as well as Battlezone. "I think all work stopped for two 
months." \ 
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Nat one to ignore a gaming addiction when it 
comas up and bites you on the cerebellum, 
Activision wanted to see if the two genres could be 
combined. Could they mix the intense action of a 
Mech Warrior with the wonders of the real time 
strategy found in Command & Conquer ? Goldman, 
along with lead designer George Collins, went to 
work trying to see if such an idea was viable. 

Some months later, after having successfully meld 
ed the graphic engine from Interstate '76 with the 
AI of Dark Reign, everyone knew that they had a 
winner on their hands. But far from merely settling 
for some hybrid mishmash, the programmers and 
designers worked on building everything, including 
the true 3D engine, from the ground up. 

Battlezone: Would A Game By Any Other 
Name Be As Fun? 

"At the same time," continues Goldman, "Bobby Kotick, the CEO of Activision, told 
me we could get the rights to the original Battlezone. I thought I'd died and gone to 
heaven" Not only were Andrew's childhood finances intimately familiar with the 
addictive nature of this arcade favorite, but he realized that many other people held 
a special place in their hearts for this first-person forerunner." It was the first 3D 
game ever, which is about as revolutionary as you can get in our industry. I was 
excited to bring it back, and 1 figured we had game mechanics that could further 
the revolutionary legacy of Battlezone" 

And that's the original vision that motivated thB Battlezone team to strive for excel- 
lence. Sure, they could have constructed any old background story with entirely 
original units, environment, and other elements. But by carrying the Battlezone 
banner, they felt they had an obligation not to soil the reputation millions the world 
over, including themselves, felt the game had justly earned. It pushed them to reach 
new heightB, to deliver not only the best game possible, but the best game-period. 
"We [were] intent on making the new one every bit as revolutionary as the original, 
and that's a prBtty high bar." 

Reaching such a high bar doesn't come easy. "We [were] trying to make it so that 
you get all the action of an action game and all of the strategy of a real time strat 
egy game without ever leaving the first person point of view. If you can do it in an 
action game, you can do it in Battlezone. If you can do it in a real time strategy 
game, you can also do it in Battlezone. 
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"The key to our ability to do this is our interface. We spent over 1 8 months creat- 
ing an interface that would give the player all of the battlefield knowledge and 
command ability that traditionally comes from the RTS genre's top-down point of 
view, but stay in the first person action point of view. The method we use to link 
our command system with our 3D topographical radar and smart reticle' is the 
breakthrough and is what made us say this can be done, and it's really fun." 


Ain't Nothin' Like The Real Thing, Baby 

While some may question the original’s influence, 
the similarities are there if one only looks. The 
volcanoes, the tanks, and most importantly, the 
dependence on radar for victory. All the things 
that could be borrowed from the original were 
incorporated. In fact, the early interface of the 
game sported the same dials as the original. 

But even the original game s programmer wouldn't 
think of sticking with the arcade Battlezane in this 
day and age. "I think it would've been a mistake 
to be too closely tied to the original game," noted 
Ed Rotberg. "For one thing, the original Battlezane 
was an arcade game, and that dictated a lot of the play depth. The home market 
allows the designer to add more depth and hopefully what we call legs' to the game. 




"Secondly, the technology allows so much more 
to be done today than was possible in 1980. For 
example, remakes of popular movies and old- 
time television shows would usually not benefit 
from being made in black and white and in mono 
sound. The same is true with video games. If you 
can use the technology to make a richer, more 
engrossing and fun experience, you should not 
let a blind commitment to replicating the original 
game tie a designer's hands" 



While the jury is still out as to whether gamers 
will recall this incarnation seventeen years from 
now with the same fondness that they feel for the 
original, there's little question in the minds of 
nearly everyone, from the programmers to the 
people reading this book, that we re witnessing 
the beginning of a wholB new revolution in 
computer gaming which will no doubt havB V 
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reverberation for some time to come. 
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Leap of Faith 
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Monolith's Revenge 
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Great Pyramid 






Theater o' Pain 
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Canyon Madness 
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Battle by the Sea 
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Paranoia 
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AAVGA4 APC Transport/ 
see Tracker 
Achilles, evacuating, 

125, 129 

Activate Command, 13 
Activating mines, 3 1 
AI (artificial intelligence), 
171 
Aliens 
mines, 75 
relic, 71, 87 
Americans, see NSDF 
APCs (Armored 
Personnel Transports), 
87, 89, 170 
Arkin, 105 
Armory, 104, 185 


Artillery, 169 
AT- Cannon Stabber, 
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AT Stabber, 168 
AT- Super Stabber, 19 
AT9 Walker, 
see Sasquatch 
Attack keyboard 
command, 166 
Audio option, 12 
Automated Targeting 
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18-19 
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B74CT Bomber, see 
Thunderbolt, 

Badger, 36 
Bail Out of Vehicle 
command, 13 
Barracks, building, 168 
Battles, 50 


Big Guns, 8 1 
Bio-metal scrap, 56 
gathering, 62 
Black Dogs, 142-143 
Base, 154 
Moon, 151 
Recycler, 145 
Bobcat, 37 
Bridge, 148-149 
Buildings 
Armory, 165 
Barracks, 168 
Comm Tower, 168 
Constructor, 137 
Factory, 75, 165 
Hangar, 168 
Gun Towers, 170 
offensive, 74 
Scavenger, 62 
Scout tanks, 58, 75 
silos, 168 

suitable terrain for, 79 
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Supply, IBB CCA (Cosmic Colonist 

T7Badger Turrets, B5 Army), 82 



Sixth Tank Battalion, 
143 


Czar, 45 


Transports, 141 
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Camera, 143 
Cancel Selected 
Command Menu 
command, 13 
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AT- Cannon Stabber, 
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AT- Super Stabber, 19 
Automated Targeting 
Gun (TAG), 18-19 
Flash, 17 

Havoc (spasma-tron), 
17-18 

MAG (Magnetic 
Acceleration Gun), 1 B 
Canyons, 81 

Capturing Alien relic, 87 
Cargo Utility, see Tug 


Flanker, 45 
Flyers, 80 
Golem, 47 
Grendel, 4B-47 
Mission One 
Cthonian flight log 
database, 138 
NSDF attack 
outpost, 136 
power supplies, 138 
Recycler, 136-137 
riverbed, 137 
Titan, 138 
Venus, 138 
Mission Two 
Black Dogs, 142 
Camera, 143 
Cthonian flight log 
database, 140 
Fury relic, 140 
Io, 143 

Launch Pad, 139 
Professor Chestikov, 
136, 140 


Mission Three 
Black Dag Recycler, 
145 

Fury relic, 146 
Grendel, 145 
Routes, 145 
Sixth Tank Battalion, 
14B 

Solar arrays, 1 46 
Titan, 146 
■Rirrets, 146 
Mission Four 
Bridge, 148 
Fury relic, 149 
Howitzers, 149 
Launch Pad, 148 
Scavengers, 148 
Mission Five 
Black Dogs, 151 
Gun Towers, 152 
Titan, 151 
Walker, 152 
Mission Six 
Black Dogs, 1 54 
Canyons, 154 
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Walkers, 155 
Mission Seven, 
157-158 
Freedom 
Jail, 157 

Justice, Unit Factory, 
158 



Scrap Silo, 158 
Supply Hangar, 158 
Titan, 157 
Mission Eight 
Furies, ISO 
Professor Chestikov, 
180 

Scrap Silo, ISO 
Titan, ISO 
Stoli, 4G 

Support units, 47 
turrets, 80 
Venus base, 82 
Tusker, 4G 
Walkers, 170 
Charon, 117 

Chat to another player in 
Multiplayer command, 
13 

Check Point, 5G 


Chestikov, Professor, 
13G, 140 

Circle strafe, 50, 55 
Cockpit view command, 
13 

Collins, George, Comet 
Cruise Missile, 25-2G 
Comm Tower, 107, 168 
Command & Conquer, 
173 

Commands 
Activate 13 
Bail Out of vehicle, 1 3 
Build Scavenger, G2 
Cancel Selected 
Command Menu, 1 3 
Chat to another player 
in Multiplayer, 1 3 
Cockpit view, 13 
Deploy/Undeploy 
deployable vehicles, 
13 

Exit mission, 13 
External Camera view, 
13 

Fire Weapon, 1 2 
Forward, 12 
Game Options Menu, 
13 
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Gather bio-metal 
scrap, G2 
Get Information on 
object under reticule, 
13 

HopOut of vehicle 
command, 13 
HUD only view, 1 3 
Issue Smart Reticule, 
13 

Jump, 12 
Link Similar Hard 
Points, 12 

Map Selected Units to 
Quick Hey, 1 3 
Mouse Control of 
Menu, 13 

Multiple Select Units, 
13 

Open Recycler 
Communications, G2 
Over Vehicle, 1 3 
Pitch Down, 1 2 
Pitch Up, 12 
Select Hard Point, 1 2 
Select Next Nav 
Beacon, 13 
Select Offensive Units, 
82 
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Select Player-Mapped 
Quick Key Group, 1 3 
Select Target, 13 
Select Weapon, 1 2 
Slow Forward, 1 2 
Stop and Back, 1 2 
Strafe Left, 1 2 
Strafe Right, 1 2 
Target Enemy On/Off, 
13 

Turn Left, 1 2 
Turn Off Nav Beacon, 
13 

Turn Right, 1 2 
see also keyboard 
commands 
Configuring 
difficulty level, 1 1 
graphics, 1 1 
keyboard settings, 1 2 
mouse, 11 
sound, 12 
Construction Rigs 
Barracks, 165 
Gun Towers, 165 
Power Supplies, 165 


Controlling 
T7 Badger, 55 
units, 49 

strategic areas, 1 64 
Constructor, 137 
Control key, 1 64 
Controls, see commands 
Cosmic Colonist Army, 
see CCA 

Countermeasures 
M- Curtain Mine, 
28-29 

Masgrenade, 32 
MITS, 30 
Phantom-VIR, 27 
Proximity Mine, 31 
RED -Field Generator, 
28 

SITE camera, 31-32 
Solar Flare, 29-30 
see also weapons 
Craters, 54 
Credits 
viewing, 10 


T 

Cthonians, 77, 82, 96 
log database, 138, 
140 

Czar, 45, 140 

13 

Data Tap, 1 07 
Day Wrecker, 22 
Defending, 76 
Bridge, 149 
Factory, 51, 76 
Nav Beacon, 82 
Recycler, 70, 75-76, 
154 

Scavenger, 169 
territory, 165 
Tug, 71 

Defending MUF (mobile 
unit facility), 70 
Deploy/Undeploy 
deployable vehicles 
command, 13 
Deployment 
Jails, 157 
Scrap Silo, 158 
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Supply Hangar, 158 
Turrets, G6 
Unit Factory, 158 
Destroying 
> 4 Black Dogs 

Base, 154 
Recycler, 145 
^ 4 CCA turrets, 80 

Furies transport, 131 
— ♦ NSDF Factory 

power supplies, 1 38 
Difficulty level, 
configuring, 11 
Dust-Off Nav Beacon, 82 





Eagle's Nest 1, 83 
Command Tower, 65 
Ejecting, 158 
Enemy Bases 
Escorting 
Furies, 103 
Professor Chestikov, 
140 

Scavenger, 82-83 
Escorts, 52 


Europa, 107 
Evacuating 
Achilles, 129 
Venus, 138 

Examine Alien Structures 
keyboard command, 80 
Examining 
Hephaestus, 80 
Exit mission command, 

13 

External Camera view 
command, 13 


Factory 

building, 75, 51, 185, 
175 

defending, 51, 76 
Fifth Platoon, 79 
Finding geysers, 89 
Fire Weapon command, 
12 

Flanker, 45, 140 
Flash Cannon, 17 
Flyers, CCA, 80 
Follow me keyboard 
command, 186 


Forward command, 12 
Freedom, 158 
Function keys, 155 
Furies, 103, 127-129, 
160 

Fury relic, 140, 143, 146 


Game Options Menu 
command, 13 
Gathering 

bio-metal scrap, 56, 62 
General Collins, 67 
Get Information on object 
under reticule 
command, 13 
Geysers, 70, 128 
Goldman, Andrew, 173 
Golem unit, 47 
Graphic option, 1 2 
Graphics, configuring, 12 
Grendal unit, 46-47 
Grizzly, 34-35, 84, 131 
Grouping units, 141, 

164, 166 
Gun Towers, 129, 
165-166 


H 

Hangar, 168 
Havoc Cannon 
(spasma-tron, 17-18 
Heaval, 44 
Hephaestus 
examining, 80 
ship, 77 

Hercules Brigade, 105 
History of Battlezone, 
173-175 

Hop Out of vehicle 
command, 13 
Hot Foot, see Flash 
Cannon 

Howitzers, 95, 149 
HUD only view 
command, 13 
Hull Strength, 86 

i 

Icarus, 96 
Image Locking 
Shadower Missile, 
24-25 




Image Shadower, 168 
Initial screen, 10 
Introduction 
replaying, 10 
Io, 97, 143 
Issue Smart Reticule 
command, 13 


j 


Jump command, 12, 95 
Jupiter, 97 
Justice, 158 


K 


Karnov, General, 136 
Keyboard 
configuring, 12 
Keyboard commands, 
Attack, 166 
Control, 164 
Examine Alien 
Structures, 80 
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Examine Hephaestus, 
80 

Exit Vehicle, 85 
Follow Me, 166 
grouping units, 141, 
164, 166 
Nav Beacon, 74 
Nav Cameras, 108 
Repair kit, 8 1 
see also commands 
Killing, pilots 167 
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Launch Pad, 80 
Lava, 99 
Lerna, 97, 99 
Liberty, 151 

Link Similar Hard Points 
command, 12 
LMA6 Minelayer, 
see Unabomber 
Loading games, 1 1 
Longbow, 39 
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M-Curtain Mine, 28-30 
Ml 73 Turret, see Badger 
M183A1 Howitzer, 
see Longbow 
M47A9 Light Tank, 
see Bobcat 
M580A2 Scout, 
see Razor 
MG0A7 MBT Tank, 
see Grizzly 
MG0A8 Missile Tank, 
see Wolverine 
MAG (Magnetic 
Acceleration Gun), 

1G, 84 

Magnetic Inverting 
Tething Snare, 
see MITS 
Mapping units to 
function keys, 1GG 
Manual Detonation 
mortar (MDM), 20-21 
Map Selected Units to 
Quick Key command, 1 3 
Mars 

geysers, G9 




Masgrenade, 32 
Menus 
Options, 11 
Mines 

activating, 31 
alien, 75 
fields, 127 
M-Curtain, 28-30 
Proximity, 31 
Solar Flare, 29-30 
Missiles 

Comet Cruise, 25-2G 
Image Locking 
Shadower, 24-25 
Sand Bag, 26 
Thermal Hornet, 
23-24 
Mission One 
CCA, 

Cthonian flight log, 
138 

NSDF attack 
outpost, 13G 
power supplies, 
138 

Recycler, 136-137 
riverbed, 137 
Titan, 138 
Venus, 138 


NSDF 

Recycler, G2 
Scavenger, 62 
units, 61 
Mission Two 
CCA 

6th Tank Battalion, 
143 

Black Dogs, 142 
Camera, 143 
Cthonian flight log, 
140 

Fury relic, 1 40 
Io, 143 

Launch Pad, 139 
Professor Chestikov, 
136, 140 
Transports, 141 
NSDF 

Eagle's Nest 1, 63, 

65 

Montana Recycler, 
65-66 

Transporters, 67 
turret deployment, 

66 

winning, 65-66 
Mission Three 


Black Dog Recycler, 

145 

Fury relic, 146 
Grendel, 145 
Routes, 145 
Sixth Tank Battalion, 

146 

Solar arrays, 146 
Titan, 146 
Turrets, 146 
NSDF 
aliens 

geysers, 69-70 
relic, 71 

MUF (Mobile Unit 
Facility), 70 
Recycler, 70 
Scavenger, 70 
Tug, 71 
winning, 69 
Mission Four 
Bridge, 148 
Fury relic, 149 
Howitzers, 149 
Launch Pad, 148 
Scavengers, 148 
NSDF 

aliens mines, 75 


Recycler, 75 
Scouts, 75 
Turrets, 75 
volcano, 74 
Mission Five 
CCA 

Black Dogs, 151 
Gun Towers, 152 
Titan, 151 
Walker, 152 
NSDF 

Big Guns, 8 1 
canyons, 81 
Cthonian relics, 79 
Fifth Platoon, 79 
geysers, 80 
Launch Pad, 80 
Star port relic, 82 
Thumper, 82 
turrets, 80 
winning, 82 
Mission Six 
CCA 

Black Dogs, 1 54 
Canyons, 154 
Walkers, 155 


NSDF 
Grizzly, 84 
Hull Strength, 86 
MAG Cannon, 84 
Radar Array, 84 
Rendezvous, 85 
Solar Tower, 86 
Star Port, 87 
Turrets, 87 
Volcano, 85 
Mission Seven 
CCA 

Freedom 
Jail, 157 

Justice, Unit Factory, 
158 

Scrap Silo, 158 
Supply Hangar, 158 
Titan, 157 
NSDF 
APCs, 89 
CCA base, 90 
Nexus V, 91 
Recycler, 89 
Scavenger, 89 
Star Port Relic, 9 1 
Venus, 91 



Mission Eight 
CCA 

Furies, 1GO 
Professor Chestikov, 
« 160 

Scrap Silo, 160 
Titan, 160 
T NSDF 

Achilles, 129 
..4 Furies, 127-129 

Geyser, 128 
Gun Tower, 129 
Mine Fields, 127 
Power Tools, 1 27 
•. Lerna, 97 

Silos, 129 
* Sky Eye, 129 

Wolverine, 127 
Mission Nine, NSDF 
« Factory, 99 
Flash Cannon, 99 
Furies, 100 

4 ' 

Iona, 99 
Lava, 99-100 
Lerna, 99 
Tug, 100 
J Mission Ten 
Arkin, 105 


Armory, 104 
Furies, 103 
Hercules Brigade, 
Launch Pad, 1 04 
Transports, 103 
Mission Eleven 
Comm Tower, 107 
Data Tap, 1 07 
Europa, 107 
Grizzly, 107 
SITE camera, 107 
Mission Twelve 
Liberty, 111 
Ridge, 112 
Scavenger, 112 
Turrets, 111 
Mission Thirteen 
APCs, 115 
Charon, 117 
Repair kits, 117 
Styx, 117 
Mission Fourteen 
Bio-metal scrap, 119 
Furies, 119 
Mission Fifteen 
Achilles, 125 
Armory, 124 


Furies, 123 
Power supply, 123 
Thumper, 123 
Mission Sixteen 
Achilles, 129 
Furies, 127-129 
Geyser, 128 
Gun Tower, 129 
Mine Fields, 127 
Power Tools, 1 27 
Silos, 129 
Sky Eye, 129 
Wolverine, 127 
Mission 17 
Furies transport, 130 
Grizzly, 130 
SLF, 131 

Missions, training, 
54-55, 57-58 
bio-metal scrap, 56 
Check Point, 56 
Recycler, 57 
Scout tank, 58 
spy camera, 58 
MITS (Magnetic 
Inverting Tethering 
Snare), 30 
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Mobile Unit Factory, 
see MUF 
Moon 

Black Dogs, 151 
Crater, 54 
Outpost 3, G3 
pylons, 54 
scrap fields, 56 
Mortars 

Day Wrecker, 22 
manual detonation 
(MDM), 20-21 
Pop Gun, 22-23 
Splinter (death wheel), 
21 

standard, 20 
Mouse, configuring, 1 1 
Mouse Control of Menu 
command, 13 
Moving Transports, 67 
MUF (mobile unit 
facility), 93 
defending, 70 
Multi players, 10-11, 
171 

Multiple Select Units 
command, 13 
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Nav Beacon, 85, 168 
defending, 82 
Dust- Off, 82 
Nav camera keyboard 
commmand, 108 
Nav Point, 96 
Nexus V, 91 
NSDF 

Black Dogs, 143 
FifthPlatoon, 79 
Mission One 
Recycler, 62 
Scavenger, 62 
units, 61 
Mission Two 
Eagle's Nest 1, 63, 

65 

Montana Recycler, 
65-66 

Transporters, 67 
turret deployment, 

66 

winning, 65-66 
Mission Three 
geysers, 69-70 


relic, 71 

MUF (Mobile Unit 
Facility), 70 
Recycler, 70 
Scavenger, 70 
Tug, 71 
winning, 69 
Mission Four 
mines, 75 
Recycler, 75 
Scouts, 75 
Turrets, 75 
volcano, 74 
Mission Five 
Big Guns, 8 1 
canyons, 81 
Cthonian relics, 79 
Fifth Platoon, 79 
geysers, 80 
Launch Pad, 80 
Star port relic, 82 
Thumper, 82 
turrets, 80 
winning, 82 
Mission Six 
Grizzly, 84 
Hull Strength, 86 
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MAG Cannon, 84 
Radar Array, 84 
Rendezvous, 85 
Solar Tower, 86 
Star Port, 87 
Turrets, 87 
Volcano, 85 
Mission Seven 
APCs, 89 
CCA base, 90 
Nexus V, 9 1 
Recycler, 89 
Scavenger, 89 
Star Port Relic, 9 1 
Venus, 91 
Mission Eight 
Cthonians, 96 
Hadean Crown 
Howitzers, 95 
Icarus, 96 
Jumping, 95 
MUFs, 93 
Nav Point, 96 
Nexus, 97 
Olympian Council, 
97 

Paternus, 97 


Star Port Relic, 
94-96 
Tanks, 96 
Mission Nine 
Factory, 99 
Flash Cannon, 99 
Furies, 100 
Iona, 99 
Lava, 99-100 
Lerna, 99 
Tug, 100 
Mission Ten 
Arkin, 105 
Armory, 104 
Furies, 103 
Hercules Brigade, 
105 

Launch Pad, 1 04 
Transports, 103 
Mission Eleven 
Comm Tower, 1 07 
Data Tap, 1 07 
Europa, 107 
Grizzly, 107 
SITE camera, 107 
Mission Twelve 
Liberty, 111 
Ridge, 112 


Scavenger, 112 
Turrets, 111 
Mission Thirteen 
APCs, 115 
Charon, 117 
Repair kits, 117 
Styx, 117 
Mission Fourteen 
Bio-metal scrap, 
119 

Furies, 119 
Mission Fifteen 
Achilles, 125 
Armory, 124 
Furies, 123 
Power supply, 123 
Thumper, 123 
Mission Sixteen 
Achilles, 129 
Furies, 127-129 
Geyser, 128 
Gun Tower, 129 
Mine Fields, 1 27 
Power Tools, 127 
Silos, 129 
Sky Eye, 129 
Wolverine, 127 


I 
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Mission Seventeen 
Furies transport, 

130 

Grizzly, 130 
SLF, 131 

Sixth Tank Battalion, 
143 

Walkers, 170 


Paternus, 97 
Pause game command, 
13 

Phantom-VIR, 27 
Pilots, killing 
running 

Pitch Down command, 

12 

Pitch Up command, 1 2 
Play option, 1 1 
Player Screen, 10 
Players 

multiple, 10-11 
single, 10, 171 
Pop Gun, 22-23 
power supplies, 
destroying, , 127, 138 

Professor Chestikov, 
see Chestikov 
Professor, 
see Smimovitch 
Protecting 
Eagle's Nest 1, G3 
Proximity Mine, 3 1 
Pylons, 54 


Radar Echo Dampening 
Field Generator, see 
RED -Field Generator 
Radar Array, 84 
Radar screen, 49-50 
Razor, 34 

Recycler, 42, 57, 89 
Black Dog, 145 
communication links, 
62 

defending, 70, 75-78 
destroying, 137 
Montana, 85 
Scavenger, building, 

62 

T7 Badger Turrets, 65 
Recycling units, 77, 169 
RED -Field Generator, 28 
Rendezvous, 85 
Repair kit keyboard 
command, 81 
Repairing 
units, 77, 169 
Replaying introduction, 
10 




Rocket Tanks, 169 
Rotberg, Ed, 175 
Running pilots, 171 


■L_ 4 Sand Bag missile, 26 

Sasquatch, 39-40 
Saving games, 1 1 
Y * Scavenger, 41, 51, 57, 
70 

^ bio-metal scrap, 62 

building, 62 
defending, 169 

n escorting, 62-63 
scrap, 70 
Scout tanks, 89 
building, 58, 75 
Scrap fields, 56 
■ 9 ' Scrap SUo, 158, 1B5 

Screens 

•> ■ initial, 1 0 

Player, 10 
Radar, 49-50 
' y Select Hard Point 

command, 12 
— Select Nav Beacon 
ni keyboard command, 74 


Select Next Nav Beacon 
command, 13 
Select Player-Mapped 
Quick Hey Group 
command, 13 
Select Target command, 
13 

Select Weapon 
command, 12 
Selecting units, 6 1 
Sensory Image Terrain 
Exposing camera, see 
SITEcamera, 31-32 
Silos, 127, 168 
Single players, 10, 164 
Site (Sensory Image 
Terrain Exposing) 
camera, 31-32 
Sixth Tank Battalion, 
143, 146 
Sky Eye, 129 
SLF (Supply Launch 
Facility), 43, 74, 131 
Slow Forward command, 
12 

Smimovitch, Professor, 
155 

Solar arrays, 146 
Solar Flare, 29-30 


Solar Tower, 86 
Sound 

configuring, 12 
units, 50 

Soviet units, see CCA 
Splinter (death wheel) 
mortar, 21 
Spy camera, 58 
STAB (Stabilized Terrain 
Adapting Base, 36 
Standard mortars, 20 
Star port relic, 82, 

94-96 

Stars and Stripes units 
Longbow, 39 
Badger, 36 
Bobcat, 37 
Grizzly, 34-35 
Heaval, 44 
Longbow, 39 
MUF (Mobile Unit 
Factory), 43-44 
Professor Smirnovitch, 
155 

Razor, 34 
Recycler, 42 
Sasquatch, 39-40 
Scavenger, 41 


SLF (Supply Launch 
Facility), 43 
Thunderbolt, 37-38 
Tug, 41-42 
Unabomber, 40 
Wolverine, 35 
Stoli, 46 

Stop and Back command, 
12 

Strafe 
circle, 55 

Strafe Left command, 1 2 
Strafe Right command, 

12 

Strafe, circle, 50 
Strategic areas, 
controlling 164 
Styx, 117 

Supply Hangar, 158 
Supply Launch Facility, 
sob SLF 


T-Stabber, see AT 
Cannon Stabber, 16 
controlling, 55 
T7 Badger Turrets 
building, 65 


controlling, 55 
TAG cannon, 
see Automated 
Targeting Gun 
Tanks, 54, 95-96, 169 
Target Enemy On/Off 
command, 13 
Terrain 

for building, 79 
Thermal Hornet, 23-24 
Thumper, 82 
Thunderbolt, 38 
Tracker, 38 
Titan, 138, 146, 151 
Training missions 
four, 58 
Scout tank, 58 
spy camera, 58 
one 

tanks, 54 

T7 Badger turret, 55 
three 

bio-metal scrap, 56 
Check Point, 56 
Recycler, 57 
Scavenger, 57 


Transports, see APCs 
TUI 1 Mobile Bio-Metal 
Fabricator, see Recycler 
TU 1 2 Advanced 
Bio-Metal Fabricator, 
see MUF 

TUI 5 Construction Rig, 
see Heaval 
TU8 Supply Launch, 
see SLF (Supply Launch 
Facility), 43 
Tug, 41-42 
defending, 71 
Turn Left command, 1 2 
Turn Off Nav Beacon 
command, 13 
Turn Right command, 

12 

Turrets, 51, 75, 

165-166 

CCA, destroying, 80 
deployment, 66 
hidden, 87 
T7 Badger, 55 
Tusker, 46 
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MU 

Bobcat, 37 

Volcano, 74 

Grizzly, 34-35 

VS3E Reclamation Unit, 

^ Unabomber, 40 

Heaval, 44 

see Scavenger 

Unit Factory; 158 

Longbow, 39 


Units 

MUF (Mobile Unit 

w 

^ ^ Stars and Stripes 

Factory), 43-44 

Tug, 42 

Razor, 34 

Walkers 

4 controlling, 49 

Recycler, 42 

CCA, 170 

NSDF TUI 2 

Sasquatch, 39-40 

NSDF, 190 

controlling, ISO 

Scavenger, 41 

Weapons 

grouping, 141, 1B4, 

SLF (Supply Launch 

cannons 

1GB 

Facility), 43 

187 Standard Mini 

mapping to function 

Thunderbolt, 37-38 

Gun, 15 

keys, 1GB 

Tracker, 38 

AT-Cannon Stabber, 

recycling, 77, 1G9 

Tug, 41 

1 5-1 G 

' V repairing, 77, 169 

Unabomber, 40 

AT- Super Stabber, 

J selecting, B1 

Wolverine, 35 

19 

sound, 50 


Automated Targeting 

Soviet 


Gun (TAG), 18-19 

CCA Support, 47 

V 

Flash, 17 

Czar, 45 

Venus 

Havoc (spasma-tron, 

Flanker, 45 

CCA base, 82 

17-18 

< Golem, 47 

evacuating, 138 

MAG (Magnetic 
Acceleration Gun), 

Grendel, 46-47 

Viewing credits, 10 

16 

Stoli, 4B 

Views, see also 

missiles 

Tusker, 4B 

commands, 13 

Comet Cruise, 25-2B 

Stars and Stripes 

Visual Image Refractor, 

^ — J Badger, 3B 

see Phantom-VIR 
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Image Locking 
Shadower, 24-25 
Sand Bag, 26 


mortars 


Day Wrecker, 22 
manual detonation 
(MDM), 20-21 
Pop Gun, 22-23 
Splinters (death 
wheel), 21 
standard, 20 
special/ counter- 


measure 


M- Curtain Mine, 
28-29 

Phantom-VIR, 27 
special/counter- 


measures 


'Jm 


Thermal Hornet, 
23-24 

see also commands 
Wingmen, 58 
Wolverine, 35, 127 


% 


Masgrenade, 32 
MITS, 30 

Proximity Mine, 3 1 
RED -Field Generator, 
28 

SITE camera, 32 
Solar Flare, 29-30 



AcWisiow 



Over-lhe-top action 
blasts you Ihrouuh horrific 
and complex levels. 


Suck it up in hyper- interactive 
environments with action- 
based outcomes. 


Never-before-seen weapons 
rip your enemies into 
itty-bitty shreds. 


Vlullipluyer sinfests with 
intense DeuthMatches fly across 
Internet, modem or LAN. 



on sviniiows ‘)S/nt «:i>-hom vuiiMu.activiision.com 


unvMu.rililal.com 


Vitvtxnni is J tvi|uici\d ludmurt »i Atltiixum. Iik' Mti •> tt iradcnttiri of Rtiual Ducnuimtimi • Ritvul Ducnairanrnt Published and distributed h, Adm.-m Inc 
III. M 4111I Ml. AT M. I *re luOniurU »»f SecaNtill Nctwori* ln»- All rights mrrvnl Alt other lodcntnii . .irul ttmlr names »nr the progenies ol their mpfCtlir in* tiers 



Was A Lie 

In 1969, America beat the USSR, becoming the first nation to land 
a man on the moon, or so you've been taught. What if it was all 
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